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REGULARS 

6 LETTERS 

YOUR CHANCE to air your views - 
however opinionated, biased, blinkered or 
just plain stupid they may be. This month 
it's whining all the way,.. 

11 DISK 




HOW TO LOAD, play and get the most out 
of our exclusive playable preview of Core 
Design's Car-Vup. 

14 NEWS 

ALL THE NEWS mat's tit to pnnt - and 
some thai isn't. We go behind the scenes 
on Sam Ramus Darkman. blow the lid oft 
Corporation II and Dragon's Lair II, and 
round up all the hot gossip from home and 
abroad. 

48 WORK IN PROGRESS 

ARCHER MACLEAN'S a-baize-ing new 
sports simulation knocks all the rest into a 
cocked pocket. Gary bddon weighs it up. 

55 REVIEWS 

THE BITMAP BROTHERS' superlative 
sequel to Speedball heads this month's 
impressive line-up, while Activision's 
Spindlzzy Worlds, Palace's Voodoo 
Nightmare, while Lucasfilm's Night Shift 
and The Secret Of Monkey Island 
provide ample support. 

75 TIPS 

WE CONTINUE our on-going solution of 
Operation Stealth, while Simon Phipps 
provides help for Rick Dangerous II and 
Monty Python s Flying Circus. Core 
Design gets you started with Corpora- 
tion Plus (he usual array of tricks and 
cheats. 

136 DEMOS 

ARE YOU ready for 1 992? Phil South's PD 
File has a distinctly European feel this 
month. 

139 THE ONE ON ONE 

CIAWAN BWENNAN gets to gwips with 
top TV pwesenter Jonathan Woss. 




FEATURES 

28 REBEL YELL 

NEWLY-FORMED Renegade Software 
and its partners-in-crime The Bitmap 
Brothers have been making a lot of noise of 
late. Laurence Scolford found out why. 

32 HOLIDAYS IN HELL ™S ANIMATED ANTICS 



MORE AMERICAN lives were lost in 
Vietnam than in any other war in history. 
With Domark s simulation ot the conllict 
warming up for release. Kati Hamza signs 
up for a tour ol duty. 

39 FLICK OFF 

SUBBUTEO - the table-lop sensation 
that shook the world is now on your home 
computer. Gordon Houghton flexes his 
index finger for action. 

42 RIDE ON TIME 

RAUNCHY RACING action from Team 
Suzuki, plus the Work In Progress on 
Gremlin's officially-licensed racer. 



AS DISNEY dips its toe in the world of 
software, John Minson lakes a slrotl 
through the history of Walt's Dynasty. 

153 ARMOUR 
BELIEVER 

FORGET TRAINS, planes and auto- 
mobiles. These days, lank simulations are 
where it's at. Gordon Houghton rolls out 
the barrel. 

164 APPLIED PHYSICS 

IMAGE ANIMATION is the country's lop 
Special Effects company. Gary Whitta 
rubbered shoulders with the SFX wizards. 
Belter lalex than never. 
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YOU MAY be 
used lo reading 

reams ol 
opinionated waffle 
elsewhere, but 
here we prefer to 
let the games 

speak for 
themselves. 
Relevant scenes 
are shown, with 

informative 
captions used to 
help convey the 
■feel' of the game. 

Provided with 
each review are 

opinions 
highlighting any 
good and bad 
points, plus 
pnees, release 
dates and ratings 
where possible 
Basically there's 
something for 
everyone - at 
best a highly 
detailed review 
and at worst a 
highly detailed 
preview. There's 
nothing clever, 
just 

straightforward 
fads and ratings. 
Updates follow 
where 
appropriate. 

GRAPHICS 
Nol necessarily 
how colourful or 
wall drawn they 
are. but how well 
they aru used. 

SOUND 
Again, nol a 
reflection of 
quantity or Indeed 
quality ot sound, 
but how well it's 
used. 

PLAVABIL1TY 
How does the 
game feel? It It 
•addictive or just 
plain uninteresting. 

VALUE 
Essentially a 
reflection of lasting 
interest how 
much game you 
gel for your 
money. 

OVERALL 
A useful point of 
reference a 
summary of the 
precodlng ratings. 



CONTENTS 



94 

BOTICS 

Knsalis 

66 

COVERT 
ACTION 

MicroProse 

71 

DRAGON 
BREED 

Activision 

103 

JAMES 

POND: 

UNDERWATER 
AGENT 

Millennium 

110 

LOTUS 

ESPRIT 

TURBO 

CHALLENGE 

Gremlin 

161 

M1 TANK 
PLATOON 

MicroProse 

125 

NIGHT SHIFT 

Lucasfilm 
Games And US 
Gold 

108 

PUZZNIC 

Ocean 

130 

THE SECRET 
OF MONKEY 
ISLAND 

Lucasfilm 
Games And US 
Gold 

55 

SPEEDBALL II 

Image Works 

61 

SPINDIZZY 
WORLDS 

Activision 

120 

THE SPY 
WHO LOVED 
ME 

Domark 

157 

TEAM 

YANKEE 

Empire 

115 

VOODOO 
NIGHTMARE 

Palace 
Software 




LETTERS 



WRITE TO US 

AT... 



LETTERS 
The On* 
Priory Court 
30-32 Farringdon 
Larw 
LONDON 
EC1R 3AU 

OR FAX US 
YOUR HEWS 
AND QUHtES 



THE ONE 



NOVEMBER 1990 



(071) 490 1095 

There's £100 worth 
of software and an 
exclusive The One 
T-Shirt lor the 
sender ol each 
month's Star Letter 
So don't forget to 
include your full 
address! Please 
note that 
sycophancy is no 
guarantee thai your 
lener will be 
published Much. 



Dear The One 
Please please 
please, do you know 
howlcan raise money 
for buying Amiga 
games. £24.99 for a 
game is 
RIDICULOUS Even 
£4 99 is a bit steep. 
The only games I can 
nearly manage to buy 
are rubbish. 
James Murphy. 
Twickenham. 
Middlesex 
PS Do you know a 
cheat tor Stunt Car 
Racer? 

Read the answer to 
letter above. Yes, 
some PD games are 
not all thai hot. but 
keep looking! There is 
no cheat for Stunt Car 
Racer, but why do 
you want one? 
Anything that 
affected the way the 
car performs would 
make the whole game 
pointless. See the 
previous issue for 
Geoff Crammond's 
**■ 



BACK TO BACK TO THE 
FUTURE? 

Dear The One 

Please could you tell me if ImageWorks 
has or is making Back To The Future for 
the Amkja. 

Luke Raddy, West Looe. Cornwall 

The short answer is no. You have to make 
do with BTTF II and III. 



FRUSTRATED 
PROGRAMMER 

Dear The One 

I'm writing in hope Ihat you can help me. 
When I am older I would really like to work 
with computers, hopefully programming. 
Since I am now 1 4 1 1 houg ht now wou Id be a 
good time to start it I want to do this. I own 
an Atari ST and am wanting some 
information on how to start programming. I 
used to be able to do very simple programs 
on my old Spectrum . I feel I am wasting my 
computer and not getting the most out of it 
by just playing games, but this is all I can do 
at the moment 

Robert Kay, Possll Park, Glasgow 

Most of today's top games programmers 
are entirely self taught, and that is 
probably your best bet. Try and get hold of 
a decent assembler like Hisoffs DevPac, 
and a couple of good tutorials (the Abacus 
range of Amiga books come recom- 
mended). Thenit'siustamatterotworking 
through the tutorials and putting in as 
many hours of experimentation as you 
can. You will soon discover what sort of 
things it's possible to do (try doing very 
simple things like plotting simple shapes 
on the screen before moving onto more 
ambitious graphic demos). The only way 
you will progress is by being patient and 
trying things in different ways until you get 
them right. 

FRUSTRATED GAMES 
PLAYER 

Dear The One 

HELP! I am a frustrated Amiga owner. I 
have just purchased my first Amiga. Sooff I 
go into my local computer store to buy a 
game, but Aaargh! Shock! Horror! The 
games are £30.00! Well, as I have saved 
upfor the Amiga for a big time I don l expect 
to have to wait 15 weeks for each game. 
Where can I get them cheap? On £2.00 a 
week pocket money I'm on the brink of 
stealing some. Please please help me! 
Simon Obee. Watford 
PS Is Data East's Crude Busters being 
converted? 

Life's tough ain't it. Unfortunately every- 
body is in the same boat as you. Nobody 
likes the price of 16-bit software but we all 
ha ve to put up with it. Piracy may seem like 
a simple solution to your problems, but by 
helping to perpetuate if you are only 
succeeding in keeping the pnee of 
software artificially high. Why don 'tyou try 
some of the Public Domain libraries 
catering tor the Amiga? There are some 
very good Public Domain games, and 
demonstrations of full-price games cos- 
ting me more than the price ol a blank 
disk. Activision currently holds the licence 
to Crude Busters. You can expect to see 
something after March 1991. 



WALKING 
ENCYCLOPEDIA? 



Dear The One 

Don'tget me wrong, I absolutely love yourmagazine. But 
when I bought the latest issue (25) and did not see the 
Encyclopedia Of 16-Bit Games, I nearly clubbed the 
newsagent. Upon reading further I noticed that it had 
been left out due to popular demand, and Ihe Tips section 
reinstated. But I found Ihe pull-out each month invaluable 
to my games playing. It improved my Kick Off no end, 
helped me complete Hammerfist, Klax and Crack 
Down but you left me in the lurch tor Flood. I 'm sure Ihat 
other readers agree with me and for the ones Ihat don't... 
well they can get stuffed! No, only joking. But I'm sure a 
compromise can be reached for a smaller section for the 
Encyclopedia and a Tips section also, or you could print 
both full-sized and increase the size of your already 
massive magazine. The price would only increase about 
5-10p, a small price for an utterly PERFECT magazine. 

Oh yes, also can you print releasedates of games. You 
need not write an essay on each, but just have a list (like 
mail order) and the date. I have a couple of questions 
now. 



HQ II, RoboCop II and 



1)When are Ultima VI, 
Total Recall to be released? 



2) Is anyone converting the Nlnja Turtles arcade game? 
I read that ImageWorks has the UK licence for the US 
Ultra game (which is total crap) . But on the ad in your mag 
it says the licence is from Konami, the coin-op company. 
Is this a mistake in the magazine who said Image Works 
has the Ultra licence, or does it have the coin-op licence? 



3) What is The Crypt: Castle Master II? It was on the 
Computer Club leaflet in the magazine. Is it good? Where 
can I get it separately and for how much? 
Robin Whitehead, Gloucester 

It's quite probable that we will be completing the parts of 
the guide still to be finished in the not too distant future, 
but using our existing tips format. Funny you should 
mention it, but we have plans for a release list of sorts. 
You should be seeing something soon. 

1) Ultima VI is due on Amiga during Summer 1991, and 
Chase HQ II, Robocop II and Total Recall are available 
this month for £24.99 from Ocean (061 832 6633). 

2) The ImageWorks game follows the same plot as the 
Konami coin-op and the unofficial Ultra import but that's 
as far as the similarity goes. The ImageWorks game will 
(all being well) come on a single disk with greatly 
improved gameplay and loading. You can pick it up this 
month for £24. 99 or £29. 99 on the PC (these prices are 
subject to last minute adjustment). ImageWorks are on 
071 928 1454. 

3) The Crypt: Castle Master II is a special version of 
Castle Master exclusive to the Home Computer Club. 
You can still get hold of a copy as part of your 
introductory offer if you join the club soon. The Home 
Computer club can be contacted on 071-637 0341. 

Oh, by the way, tor your constructive criticism you win 
yourself this month's prize letter award. 



WK TIPS 



Dear The One 

I was wondering if you have any cheats or 
tips for Hick Dangerous (which is the best 
game in the world). I read the tips and such 
in your earlier issues but have you got any 
ones like infinite lives or invincibility? I 
would love to see the last sequence, 
before I rush out and buy Rick II. By the 
way, I can get near theendof the third level . 
Please please help me. 
David Hillson, Romford, Essex 

Simon Phipps, the designer and pro- 
grammer of Rick Dangerous, does not 
include cheat modes in his games to allow 
players to stroll through to the final screen. 
When people pay £25.00 for a game they 
want something challenging that is going 
to be of lasting interest and value. Simon 
believes that the inclusion of a cheat mode 
negates these qualities, and that is why 
there isn't one for Rick Dangerous. Stick 
with the bps. 



FAULTY FOURS 



Dear The One 

Why in Kick Off 2 can you not have a proper 
game with four players. The people 
playing on the joystick adaptor do not 
seem to be able to do a sliding tackle while 
running, or other moves which require a 
joystick direction and a fire button press 
simultaneously. Is it the fault of the 
software or the adaptor? Could you name 
any other games I could purchase which 
use three or four players simultaneously? 
Russet Hunt, Swindon 

Anco tells us that the third and fourth 
player on a four player game cannot use 
'Aftertouch'. but all other functions work, 
so it may well be that your adaptor is not 
functioning correctly. Other games offer- 
ing a four player option include Gauntlet II 
from US Gold (021 356 3388) and 
Leathernecks from Microdeal, which is 
tricky to get but you might find it in a 
bargain bucket somewhere. 



Dear The One 

I have just bought an Amiga 500 computer. 
It has been five years since I last played 
any serious games! I like the classic 
games and I wonder whether you could 
recommend a Defender clone and 
Donkey Kong clone. Also, could you 
recommend a good martial arts beat 'em 
up. Thank you. 

David Barker, Wellingborough, 
Northants 

1) For Defender try StarRay, £24. 99 from 
Millennium (0223 66532), or alternatively 
look out tor Jeff Minter's Defender II due 
this month at £19.99 from Arc (0753 
3334-1). 

2) As far as we are aware there are no 
Donkey Kong clones for the Amiga. 

3) For a martial arts beat 'em up you can 't 
go far wrong with IK* for £24.99 from 
Activision (0734 311666). 
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YOU OVERCAME THE GODS? 



THE 

ONE 



NOV 

1990 



THESE HANDSOME 



SPECIMENS WILL BRING 



YOU DOWN TO EARTH! 



In Populous, you challenged the gods. Now man 
is your adversary in the form of three unscrupulous 
and violent tribal leaders. 




Aj"i|» and Aon JT 

Oct '10 

I6H/PC hoc. iWt 



£29.99 

Be as mean as them and match force with force, 
or be more cunning, play Mr Nice Guy and win 
over the local villagers. 

By doing so you not only swell your numbers, 
but also keep your larders stocked, which is essential 
in ensuring the loyalty of your army. 

With the stunning graphics you've come to 
expect from Bullfrog, Powermonger is a living 
world of mountains, forests and rivers, sun. snows 
and rain, where inventiveness and strategic skill can 
triumph over mere brute force. 

Powermonger will test you to the limit, but if 
you still have any energy for adventure left, these 
other great Bullfrog titles still lie in wait. 





IE I. 




"Better than Populous", Peter Molyneux of Bullfrog. Creators of Populous. 
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Lorry Scotford's been driving in his 
car. It's not quite a Jaguar. It's a cute 
little motor from Core Design. 




A CAR may not sound like the most obvious 
choice for the hero of o cute platform game. 
But thaf s exactly what we have here with 
Car-Vup. This particular car (who's called 
Carl by the way) is definitely roodworthy. 
Actually, the general scenario come first, 
says the designer Robert Toon, and after 
chasing a few ideas he and the rest of the 
teom decided that a car was ideal: "People 
can associate with cars and, because it has 
no brakes, if s easy to explain why it doesn't 
stop moving." 
The action combines traditional platform 



CARTOON WORLD 
In all its glory. 
These are two of 
the eight lands In 
one ot the cutest 
and most colourful 
platform games 
since Rainbow 
Islands. 
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A GREAT DEAL of 
attention has been 
paid to getting the 
central character 
|ust right. As you 
can see from this 
collection of 
sprites, Robert and 
Terry have come 
up with a wide 
range of 

expressions which 
add to the car's 
appeal. 




action (jumping between levels, avoidir 
aliens and collecting bonuses) with painting 
games of old (fill in platforms as you drive 
over them). The result is a simple but highly 
addictive romp mode all the more playable 
by itsdelightful animation and the appeal of 
the central character. 

The success of Carl as a computer game 
hero will be lorgely down to the graphical 
expertise of prolific designer and artist 
Terry Lloyd, who has been creating games 
and art for them since he joined Gremlin in 
1 986 with an O'Level Art in his pocket. He 
has been responsible for laking Robert's 
ideas and turning them into Car-Vup' s cute 
sprites. 

Terry wanted to create something 
cartoon-like but not too simplistic He was 
inspired by the graphical style of Rainbow 
Islands and Rodland. which have both 
achieved the middle ground he was looking 
for. You can't afford to use 1 6 frame 
walk-ons in computer gomes without 
chewing into valuable memory. 

It was quite difficult to gel so much 
character in a small sprite, Terry says, but he 
fortunately managed to get the right effect 
first time round. Carl's most appealing 
moments ironically come in the dying 
frames when he faces forward. Originally 
the idea was to have more expressions for 
the cor, but these would have to be 
duplicated for oil the sequences, like 
jumping, turning, and so on. 

Terry uses Art Studio lo do most of his 
work on the Atari ST, because it's useful for 



k*k'f 



designing sprites. For large pieces of 
artwork, Tike title screens, he prefers lo work 
with Degas Elite, which is more orientated 
towards these. 

Car-Vup intentionally has a distinctive 
console feel lo it: "I lend to draw a line 
between computer games and console or 
arcade games," says Robert. "I wanted to 
create something that looked like it came 
from a console or arcade game. I would like 
the opportunity lo convert it to consoles." 

Amiga owners will get the added bonus 
of parallax scrolling. There ore no plans for 
o PC version at present, although rr the four 
wheeled wonder proves as popular as he 
should do then anything is possible. 



THERE ARE 
PLENTY of yummy 
bonuses to be had. 

As with all the 
other sprites, these 
are designed to 
look very much like 
the sort of thing 
you would find on 
a oonsole or 
coin-op 



THERE ARE just some of the orrlble 
adversaries who now populate Cartoon 
World and are to be avoided at all costs. 
Machines Ilka the bulldozer prove 
particularly nasty as thay speed along 
platforms towards you, forcing a bit of 
nifty jumping for survival. 
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PROJECT 

Car-Vup 

PUBLISHER 

Core Design 

AUTHOR 

Robert Toon 
(Design ond 
programming) 
Terry Lloyd 
(Graphic Artisl) 

INITIATED 

May 1 990 

RELEASE 

ATARI ST 
November 

AMIGA 

November 

IBM PC AND 
COMPATIBLES 

N/A 



TRMSPOftT TOOflS 

CARL the cute 
car Is by no 
means the first 
torm ol transport 
to make it big. 
Here are a few 
mote you may 
have come 
across... 

IVOR THE ENGINE 

Welsh steamt 

JIMBO AND THE 
JETSET 

Popular TV high 
Ityer 

THOMAS THE 
TANK ENGINE 

Talking (rain given 
new lease of life by 
Johnny Morris on 
record ana Ringo 
Starr on TV. 

CHITTY CHITTY 
BANG BANG 

Dick Van Dyke 
struts his Cockney 
shift with a magic 
Hying car 

BUDGIE THE 
HELICOPTER 

Children's books 
which have no 
literary merit but 
happen lo be written 
by somebody from a 
famous tamily. 

HERBIE 

The unstoppable 
Volkswagen with a 
m.nd ol its own that 
made this car a 
classic. 




THEDNE 



NOVEMBER 1990 




CAR-VUP 

SIX NEW LEVELS 

CARTOON 
WORLD 
UNDER 
ATTACK 
FROM 

BADNESS! 



YEP! IT'S TRUE... Cartoon World, a place normally overflowing 
with good of fashioned ntceness Is being well and truly done in by 
bad guys. These nasty loons are led by the most 'orrible toon 
ever, Borgus Grim, He's run riot through all of the eight lands in 
Cartoon World and removed their goodness. Not only that, but 
he's kidnapped your best buddies, filled the place with loony 
toons and then installed himself as an end-of-game adversary. 

Thankgoodness for Carl, a jolly friendly tittle car. The only way 
Cartoon World can be saved is for Carl to visit all eight lands in 
Cartoon World (er, well, six actually - this is only a practice run 
after all), and drive over all the bad areas turning them to good. 
You know when an area has been turned to good because the 
hollow platform is filled in. 

Luckily enough Carl won't have to rescue any friends or face 
the evil Borgus himself in this special preview, but he is waiting 
for him in the full game... 



NO WHAT? 

ERM.. JUST ONE itsy brtsy minor point: Carl 
doesn't have any brakes Which means of 
course that he can't . slop. What Carl can do is 
alter his direction thanks to a quick flick of the 
joystick. And he can |ump by a brief depression 
of the firebutton on the same. What's more, 
holding the joystick up while pressing the 
lirebutton results m a huge great leap 



OH YES - one other slight problemette we 
oughl to mention. Ever since he saw Hitchcock's 
famous flick Carl's had afear of heights. So try as 
he might whenever he approaches the end of a 
platform he just has to turn around (shame). This 
means he lumping belot e he reaches the end of 
a platform to get off it. 



GIVES ME A BONUS... 

FORTUNATELY Borgus hasn't managed to 
spread his evil influence to the skies of Cartoon 
World As we all know when il rams in Cartoon 
World it doesn't rain yucky, dirty water or cats 
and dogs for that matter, but bonuses. You can 
find these lying around after a heavy rainfall, so 
just dnve over them for a big score. If you 
manage to collect all the letters of the word 
BO N US you get one - and a pretty surpnse, too 



IF YOUR disk is not 
well and failing to 
work property, just 
follow this step by 
step guide... 

A) Don't panic! 

B) Obtain one jiffy 
bag {large enough to 
on com pass a dish), 
and write one cover- 
ing letter explaining 
your problem and 
the address of your 
abode. 

C) Place the faulty 
disk and covering 
letter into the 
prepared jiffy bag 
and post It to: THE 
ONE CAH-VUP 
REPLACEMENTS, 
PC Wise, Unit 3. 
Merthyr Industrial 
Estate, Pentrebach, 
Morthyr Tydfil, Mid 
Glamorgan CF48 
4DR 

C) Walt 28 days 
while looking for- 
ward to playing your 
Car-Vup preview. 



NSTANT MASH 

THERE ARE a number ol useful little devices that 
the Evil Borgus has missed in his clean up 
goodness' campaign You can use these to 
assist your progress in restoring niceness. Just 
drive over them lor instant monster mash. 

SMART BOMB 

Destroys all the enemies on the screen 
SNOW FLAKE 

Freezes everything, but don't touch any 

trozen enemies. 

SPEED TURN 

Allows you to turn faster. 

CARROT METAMORPHOSIS 

Turns all aliens into big bonuses. 



JUST DRTVK I. THE RAM... 

So alone and blue. 

Sitting m my car, 

I can catch a bonus loo. 

OCCASIONALLY Carl comes across a balloon 
carrying the word BONUS. It this is caught Cart's 
transported to the Bonus Screen. There are no 
platforms on this screen, but lots of rain. And 
what does it ram? Correct... Bonuses! Just drive 
back and forth collecting as many as you can 
before Carl's time runs out. 



GET A MOVE ON 

IF YOU TAKE too long to finish a level you get a 
visit from Turbo. Fortunately, you are 
forewarned with the message OH OH 
TURBO' All the aliens get taster and you had 
better finish the level quickly or the flying Turbo 
nutter appears and chases you until it catches 
up. 



LOADMG 

DISCONNECT all extraneous peripherals, like 
external disk dnves and printers, from your 
machine. Plug a joystick into the port without a 
mouse. Place the disk Into your internal drive 
and power up the machine. Car-Vup will load and 
run automatically. Press the firebutton to start. 



EW an* ROAD? 

IF THIS perky 
preview has 
whetted your 
appetite and you 
want lo drive on 
into the night, 
then why nol give 
the real thing a 
try? Just pop 
down to your 
friendly software 
supplier clutching 
your E24.99 and 
buy a copy when 
it's released. Or if 
you happen to 
live in Antarctica 
or the Congo give 
Core Design a 
buzz on (0332) 
297797 and have 
one dnven out to 
you. 
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Loom 

ShabwoftwBeast 

BAT 

Monty Python 

Tneir Finest Hour 

ATF2 

mm ACE 

* Battteol Britain 



Damocles 

Rood 

mpenum 

Mag* Fly 

Battle Command 

MHlriMihtHc' I, 

Murder 



F-29Retai.ator 

Castle Master ... 

Rotox 

SimCity 

Wa/nead 

Tumcan 

F-19StealtnFigt«er ... 

The Lost Pattof 

Gravty 

Ktc*OH2 

Hi St Blues 

FaJconMMi0nDist>2. 
Killing Game Snow 



Oradd 

JM1M Pom Unde<waief 

Aoent 

Mghtmed 

Operation Hamei 

2 



Rogue Trooper 

Sly Spy Secret Agent 

Teenage Mutant Hero 

Turtles 

Bar* to tr*> Future 2 



Powerrnonger 

| came tromtha Desert 

KtngsOAjest4 

Shadow Warriors 

RttDangafouta 

Pipe Mama 

Kybos ... 

LamceCVerSO 



£19.99 
C19.99 l| 
E19.99 
E19.99 
119.99 
E19.99 
El 6.99 
E19.99 
El 9.99 
E1699 
E19.99 
E24 99 
C19.99 
C1999 
C24.99 
C16.99 
E19.99 
E19.99 « 
C19.99 
E16.99 • 
E19.99 
E 19.99 • 
£1999 
E24.99 
E19.99 
£24.99 
E19.99 
E24.99 A 
£19.99 
£16.99 
£19.99 
£1859 

. £19.99 

£19.99 

£16.99 

£19.99 

E19.99 
. £19.99 

£24.99 
£19.99 
£24.99 
£24 99 
£19.99 
£24.99 
£16.99 
£19.99 
E19.99 
£16.99 
E1 18.00 



IBM PC 



Police Quest 2 

Ml Tar* Platoon — 

OperatwSteaKh 

A10TankKHr..._ 

BaOtothe Future 2 

Battle otBntam 

Battle Command 

Battle Master - 

Betrayal _ 

Cadaver 

Castle Master 

C«rturion-L^er)rJeto1flome 

Days ot Thunder 

DwHard 

Ewe .„ 

F-l9StealthFah«r 

Fl5StnkeEaofe2 

Flightoithe Intruder 

Gremlms2 



£19.99 
£34.99 
£24.99 
£34.99 
£19.99 
£29 99 
£19.99 
£19.99 
£29.99 
£19.99 
£19.99 
£24.99 
£19.99 
£19.99 
£19.99 
£34.99 m 
£2959 • 
£34.99 
£19.99 
£19.99 



It came from the Desert £24.99 




15 




MAI/) 

ma 

Miaow.;* 1/7 Mag 

W Clock 14100 

top rjuAiirri 

4501 i.WUKXi 1/2 

tmmt 



NEW AMIGA 500 SCREEN GEMS' 

INCLUDING 
BACK TO THE FUTURE tl 
DAYS OF THUNDER 
NIGHTBREED 
SHADOW OF THE BEAST II 
DELUXE PAINT II 
C369 or f 399 WITH A MEGAPACK 




mm 

1040STE Extiapack. 1040STE Midipack 

1040STE Superpack 
£469.00, with Megapa ck 1 or 2 £499.00 

mm in pi 



ATARI 520 STE 
POWER PACK 

Including 51 2K gAM. 
Internal powpMJpply. 
1Mb DiskD»»^*Juilt in 

PLUffzO best selling 




batSKnISck 

Including Amiga 5 
Computet 1 Mb 
Mouse. TV M dk 

nqS&jptfo the Movie. 
inteTCafltor. Deluxe Paint II, 
Newzealand Story 



AMIGA 500 CLASS OF THE 90 s 

Including Amiga 500, 1 Mb Disk Drive. TV, 
Modulator, WorkrfyWh 1.3 
PLUS: Deluxe Paint MOPErnulatocj 
Midi ln^i^ce^p>rs Music 
Processor, 
Spreadsheet Database. Amiga| 
Logo. Amiga Basic 



AMIGA 



Damocles 

Rood 

Fun School 

Oredd 



to the Future 2 

Battle Command 

Shadow oftneBeasl 2 

AT 

Cadaver 

Gremlins 2 

FkpM&Magnose 

F-19SteaffhFighter 

K«*Off2. 

Pretext V5.0 

Loom 

MITar* Platoon 

Robocop2 

Rotox 

ATF2 - 

ACE 

Midnight Resistance 

Navys E.A.L.S 

Nwhtbreed 

OperaltonSle««i 



E19.99 
£19.99 
£16.99 
£16.99 
£19.99 
£19.99 
£19.99 
£29.99 
£24.99 
£19.99 
£1 

£16.99 
£24.99 
£19.99 
CALL 
£24.99 
£24.99 
£19.99 
£19.99 
£19.99 
£16.99 
£24.99 • 
£19.99 
£19 
£19.99 



XtmlM 

U»ma5 

Venus 

Wefcto 

Monty r > ymon 

Wings - 

Teenage Mutant Hero 

Turtles 

SV Spy Secret Agent 

MageRy 

Their Finest Hour 

Total Recal 

Pipe Mania 

Rk*Dangerous2 

Rogue Trooper 

Midwinter 

Impenum 

Killing Game Show 

Kings Quest 4 

Leisure Suit Lany3 

Kytjos . 

Chuck Yeager — 

Escape from the Planet of the 

Robot Monsters 

F 29 Retaliate* 

Urt Interlace W&W 

BBC Emulator 



£19.99 
£24.99 
£16.99 
£24.99 
£19.99 
£24.99 

£24.99 
£19.99 
£19.99 
£24.99 
£19.99 
£19.99 
£19.99 
£19.99 
£19.99 
C19.90 
£1999 
£29.99 
£29.99 
£16.99 
£19.99 

£16.99 
£19.99 
£24.99 



IBM PC 

(Contd.) 

Loom £29.99 

Murder _.. £19.99 

MgMbraed C19.W 

Operation Stealth £24.99 

PjpeMama C19.99 

Populous £19.99 

Running Man £19.99 

Silent Service 2 £29.99 

Sim City £24.99 

Teenage Mutant Hero 

Turtles £24.99 

The* Finest Hour £24.99 

UMS2 £19.99 



WE LIST OVER 400 PC TITLES 
SEND FOR YOUR CATALOGUE NOW' 



MEGAPACK 1 

1 0 Blank Disks, Disk Box 
Mouse Mat. Dust Cover 

5 Mystery Games 
WORTH OVER E1 20! 



MEGAPACK 2 

5 Blank Disks, Disk Box 
Mouse Mat, Dust Cover 
Joystick, 5 Mystery Games 
WORTH OVER £120! 



ti * <r * COM PETITION irir & * 

00 YOU THINK YOU CAN DESIGN * BETTER AD THAN THIS' OH YEAMIII 

W*w fOj buy ANY poo O WW> Of from NT/EFFACE. W •* IBf* an "*I NW" o* 1 t 

YOU COULD W*i • AN AMIGA WO 

AN ATM* STE YtS - «•* COMtlETElY MAO'" 

A MONITOfi ENTRIES IIMIIEO TO « P 

THE TOP TEN GAMES 



f PRINTERS MONITORS 

SmiffaSWtm 

CAzen 1200 »«ri Free Sum 

Pa* - tllli MartSCl22« CMMQ Am«aAS90?0b 

Otoon 1240 -VFrw Colour Alan SMI94 Mono tWOO iotr*arel 

Kl fMUl ConM^19»tMKar, C4S0.M Cumar* CSA3S4 

Cfta*S^9^Cc*wKil owa Cuaoraw MSl«2? iMdcan C4M.M PowerdrwST 
AU PRINTERS INCLUDE VAT 
^ AND 



DISK DRIVES 

CurrunaCu3S4Arrilge . .ITS 



f7M0 



f Deliver^:- Courier Service available (add E5.00) > 

Warranty:- Full 1 2 month Warranty on all Hardware 

(all equipment tested prior to despatch) 
Technical Support- If you have a problem call us on 061-431 4091 

to chano* with a.ailaolllt > Interface imrm IM rt^M to 



Sg£S£g JSSSSSSh. / \ 



To Order: ^ 

Call our Sales Team on 061-431 4091 NOW! 

9am till 5pm. Answering Machine service available. 
Interface Software 

PO Box 1 00 Enclosing a cheque/PO with details 

Stockport to Interface Software 

Cheshire SK4 2DP 



CUT OUT AND POST FOR FREE CATALOGUE 



Name: 

Address: 



M H 'I 



3ZE 



Post Code: 

Please send me info on: 



Tel: 
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In the darkest hour, there' 
but one. Gary Whitta throws 



ADAPTING popular comicbook characters from the 
printed page to the cinema is nothing new, but recent 
blockbusters like Batman, Dick Tracy and, to a lesser 
extent The Punisher, prove that it's a lucrative move. 

Next month, however, promises to see an interesting 
new twist to the genre, courtesy of cult film-maker Sam 
Raimi. Instead of adapting a triedandtested comic-book 
character, Ramu s forthcoming fantasy-thriller Darkman 
creates an original yet authentic comic book world, hero 
and all. exclusively for the silver screen. 

Darkman's story is steeped in comic-book tradition - a 
mysterious hero in an ominous costume battles dastardly 
bad guys through a crime-ridden city, with revenge as his 
motive. Similarities to the classic '30s comic strip The 
Shadow (a faceless, cloak-wearing, mob-battling hero) 
are undeniable. However, there are enough original 
elements to ensure Darkman its own identity. 

Darkman tells the story of the brilliant young scientist 
Peyton Westlake (played by the towering Irish actor Liam 
Neeson). As the film opens, Westlake is on the brink of" 
making a startling discovery - a means of replacing 
damaged skin tissue with synthetic fibres. Just as he 
makes his breakthrough, thugs break into the laboratory, 
looking for an incriminating file accidentally left there by 
Peyton's girlfriend, attorney Julie Hastings. When 
Westlake offers resistance, the thugs wreck his work, 
torture him and blow the place up, leaving the doctor for 
dead. 

But Westlake survives. When his burnt and mangled 
body is delivered to hospital, doctors bandage him up and 
clip a vital nerve to his brain which deadens all feeling, so 
that he won't spend the rest of his life screaming. But an 
unexpected side-effect of the procedure - superhuman 
strength coupled with incredible rage - rouses Westlake 
to consciousness and, face swathed in bandages, he 
escapes from hospital. 

Kitting himself out in a foreboding black cloak-and-hat 
costume. Westlake takes up home and creates a makeshift 
laboratory in an abandoned building. Here he continues 
with his research until he is able to create synthetic masks 
that enable him to look like any man. The 'faces' he creates 
are flawless in appearance, but their life-span is short 
After a hundred minutes, exposure to light causes them to 
disintegrate, forcing him to hide in shadows and under 
cover of tile night Hence the name for his new identity: 
Darkman. 

Armed with his array of fragile disguises, Darkman 
begins a campaign of vengeance against Louis Strack Jr. 
the evil mod-lord who wrecked his life. By impersonating 
Strack's own people and sabotaging his empire, Darkman 
forces Strack to send out an army of killers. 

Between the rooftop fights and chases, Darkman finds 
time to get all emotional, attempting to rekindle his bond 
with Julie by using a mask to recreate his former face 

For Darkman's creator, writer/director Sam Raimi, this 
is the first step into big-budget mainstream film-making. 
Before Darkman, Raimi was best known for the horror 
flicks The Evil Dead and Evil Dead II, which, despite being 
made on impossibly low budgets, achieved a high level of 
box office success and are still regarded as cult classics 
today. 

"With Darkman I wanted to tell a more classic tale and 
appeal to a broader audience," Raimi explains. "I wanted 
to make a movie where the central character is fully 
explored, in which we could see his sympathetic and 
terrifying sides hopefully even share some of his 
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STILL c< 
runs tor 



"It's a high-tech, action 
packed Phantom Of The 
Opera." 



feelings. I think Darkman does that In some way it's a 
high-tech, action-packed Phantom of the Opera 

When Raimi began writing Darkman. he had a very 
simple idea in mind - a character who could change his 
face. 

At first I thought the central character should be an 
actor," Raimi reveals. "But as I developed the plot I 
realised a scientistwas a better choice, since his disguises 
needed to be completely believable at close range. And 
this way, Darkman could invent the synthetic skin." 

Raimi co-wrote Darkman with his brother Ivan who 
given the nature of the film, was quite conveniently trained 
as a medical physician. 

"Darkman has a lot of technical concerns, like how the 
artificial skin works, and how Darkman recovers from his 
injuries," Ivan explains. "In writingthe script Sam and I felt 
it was crucial that the movie, although a fantasy, have its 
own quirky scientific logic, so to speak, so that no matter 
how wild things get the audience will always believe what 
they are seeing. 

With Darkman in the can, and due to open here on 
November 2nd. Raimi isgoingbackto his roots for his next 
project - the third installment in the Evil Dead saga, 
supposedly set in the Dark Ages. The title? Medieval 





IBER1990 



THEONE 



NEVUS 



shines on every human being - 
light on Sam Raimi's latest flick, 




THE FACE thai ha* 
criminals 
everywhere 
running for cover 
- Liam Neeson as 
the sinister 
Dark man 
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A HOST of new and more deadly enemies 

await Dirk In Dragon's Lair II Including 
this rather disgruntled-looking Viking 
Qu~n. ^ 

DIRK DOES 
IT AGAIN! 
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'0 POPULOUS 








Elaciranc Arts 



DIRK THE DARING is set to make yet 
anotheradventurous 16-bit comeback 
in his THIRD Dragon's Lair adventure, 
once again courtesy of Canadian 
developer Readysoft L 
Following on from Dragon's Lair and Escape 
From Singe's Castle, Dragon's Lair II 
Timewarp sees the beautiful Princess Daphne In 
penl yet again. Now she's been spmled away to 
a wrinkle In time by the evil sorceror Mordroc 
who plans to marry her with the Death Ring. And 
only Dirk can save her. 

While Dirt and Daphne areon familiar ground, 
none ot the scenes featured In Timewarp have 
ever been seen before, In the arcades or 
anywhere else. The coin-op was never released, 
with only a slight chance that it will be in the 
future. And there's more action than ever 
before, with over 50 scenes and 14 ways for Dirk 
lo die. all crammed onto six disks 

Dragon's Lair II Timewarp. is released at the 
end ol November on Atari ST. Amiga and PC at 
£44 95 a throw See the review next issue. 
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MORE comic-book capers In Dragon's Lair 
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OCEAN AND MRS SIMPSON 

(WITH THE REST OF THE F 

OCEAN has snapped up the rights to the hottest licence 
since The Teenage Mutant Ninja Turtles™ America's cult TV 
family, The Simpsons. 

The cartoon senesis a massive hi! m the States and has already taken of 
over here despite being seen only by viewers ol Sky satellite TV The 
family has also managed to generate a considerable amount ot 
associated merchandising like TShirts. mugs, and so on. 

Ocean's Development Manager Gary Bracey commented on the 
acquisition: "We're delighted. We've seen the potential ot The Simpsons 
in the States - they really are huge. The subject lends itself perfectly to a 
game - the cartoon images trom the TV show can be replicated very 
easily. 

"The main character is Bart, who has a skateboard, watches TV, gets 
into scrapes and so on We'll be attacking the program from the 
humorous angle We are hoping to have something next summer and wi 
be targeting all the maior formats." 
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AS MENTIONED in the previous issue, 
newly-formed software publisher 
Microtec is making its debut with a 
dynamic double-pack. Bug Bash is a 
horizontally scrolling shoot 'em up with 
large colourful graphics and is twinned 
with Nucleus, a more traditional shoot 
'em up. Both come back to back for 
£12.99 on the Amiga. Call Microtec 
Entertainment (071 281 9022) for 
further details. 




GREEN GROSS 
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TURTLE FANS are to be put out of their misery soon with the release of 
ImageWork's Teenage Mutant Hero Turtles for the Atari ST, Amiga and PC. With the 
player command each of the four green gastropods in turn the idea's to rescue the 
adorable April O'Neil who has been abducted by the maniacal Shredder. All three 
versions are to retail at £24.99 from the third weok of November. This shot was 
taken from the Amiga. 



PICK THIS! 



RUBICON 



TIERTEX. the tip top team behind the 
conversions of CapCom's Stride' (see 
Review in Issue Twelve) is now hard at 
work putting the finishing touches to 
Stnder II for US Gold. As reported in the 
previous issue, Stridor's capable of a 
whole lot more in this second 
incarnation, including the ability to turn 
into a robot at the end of each level. 
Stridor will be pacing onto the ST for 
£19.99 and Amiga for £24.99 at the end 
of November. 




THE SECOND Bitmap Brothers release 
on the Renegade label will be Magic 
Pockets. This mu Hi directional scrolling 
venture features the Bitmap Kid. a 
snotty-nosed little terror with bottomless 
pockets - and ifs these the kid has to 
explore to retrieve his own toys. Coded 
by Soan Griffiths with graphics by Mark 
Coleman, Magic Pockets promises to be 
a spellbinding affair. 



SET IN the near future on Koala Island, 
Hewson's Rubicon has you tackling 
mutants created by a nuclear disaster at 
a Soviet powerplant Programmed by 
Koith McMurtie with graphics from Mark 
Jones. Rubicon promises two solid 
layers of parallax scrolling and eight 
levels of l&colour graphics and will be 
radiating onto the Atari ST and Amiga 
later this year. This mock-up was taken 
from the Amiga. 



ALL PRICES INCLUDE POSTAGE AND PACKING 



El 

POSTAGE 



Amiga A500 

Every Amiga sold includes: 
Workbench 1.3, Extra Disk. Tutorial 

Disk all with manuals. 
Full One Year Warranty and Mouse. 
Free TV Modutalor with Cables 
* Free Game 

£349 inc. 

CLAIM FREE GAME 
WHEN YOU BUY AN 
AMIGA/STE PACK 

Amiga Packs 

BATMAN 

Batman The Movie, New Zealand Story, 
F18 Interceptor and Deluxe Paint II 

£355 inc. 
FLIGHT OF FANTASY 

F29 Hetalialor, Rainbow Islands, 
Deluxe Paint II, Escape from the Robot 
Monsters 

£358 inc. 

DISCOVERY PACK 

520 STFM Built-in Power Supply, 1 Meg 
Drive. Mouse, First Basic, STOS, Bomb 
Jack, Outrun, Carrier Command and 
Space Harrier 

£276 inc. 

STE TURBO PACK 

520 STE Built-in Power Supply 
1 Meg Drive, House, First Basic, 
Music Maker 2. Joystick, Impossible 
Mission 2, Dragon Breath, Blood 
Money & MANY MORE. 

£359.00 

CUMANA CAX354 
2nd Drives 

Enable/Disable Switch 
Through Port 

(Amiga) £75 inc. 
(Atari) £84 inc. 

POWER COMPUTING 
2nd Drives 

Enable/Disable Switch 
Through Port 

(Amiga) £69 inc. 
(Atari) £77 inc. 

M.E.S. 

RAM Upgrade 

.5MB Expansion 
Enable/Disable Switch 
plus C5 fof clock 

(Amiga) £49 inc. 

PHILIPS CM 8833 

Colour Monitor, Scart socket, Stereo 
2 inputs and FREE One Year On- 
site Maintenance. 

£249 inc. 
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Ring Now! Save Now!!! 
(0742) 700310 

PHONELINE & FAX LINE (0742 ) 757501 
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JOYSTICKS & OTHER BITS 

103VTUr«fW«(DOlS)CS 5 20 

HOUSE MATS (BLUtVtHlCK) 4 50 

■.■I :.<: ,'. 4.50 

CflJISER BLACK 9 » 

MmilCOLOURED CRUISER 10 99 

QUICKSM0I IURB0 7 99 

OUhCKSHOI II IURBO inewt 5 50 

OlIICKXIV II SllPTFtCMABGlR 1 1 99 

QUCKWJnHGHTEP 13.95 

0UCKJ0V SUPf RB0ABD 15.99 

COMPETITION PHO EXTRA CLEAR 12.89 
I'HIL I IPS CM B833 DOI D JR H0MTOR 253 00 

cmztNizoo iM.M 

SlARlCIOPfllHtlR 1M99 
STAR IC10C010UR PRINTER Ml 00 
STABLCIOOrWTEfl 17900 
STAHlf^KXOURrTWTtRtcBMl 21900 

STATE OF THE ART HAS SOMEONE 
TO ANSWER YOUR CAU FROM 
9AM TO 10PM, RING NOW FOR 
THE BEST SERVICE AROUND 

FREE GAME OR MOUSE 
MAT WITH EVERY 
SOFTWARE ORDER 
OVER £40 

UNRELEASED Tin IS WILL BE SENT 
WITHIN 24HRS OR RELEASE DATE. 
ACCESS OR VISA ACCEPTED. 

CHEQUE TO: 

FREEPOST 
STATE OF THE ART 
39 HEREFORD ST 
SHEFFIELD S14PP 
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EYE ON THE STORM 

THE SALES CURVE recently announced 
that it's secured a licensing agreement 
with US publisher Tradewest. This means 
that the UKfirm, previously responsible tor 
conversions of Silkworm and The Ninja 
Warriors tor Virgin, will be developingand 
marketing Tradewest's coin-op licences 
and original games. These are to include 
Double Dragon III: The Sacred Stones. 
Solar Jetman: Hunt For The Golden 
Warship (from Rare, featuring the famous 
Jetman character from Jetpac and Lunar 
Jetman), Asylum (a heavy metal fantasy 
coin-op from Leland), and Brute Force (a 
horizontally scrolling beat "em up). More 
details when we have them... 



ANCO PLAYS 
AWAY 



TO CELEBRATE the impending launch of its new 
Kick Off pfoducts Anco recently paid a visit to 
EMAP*slocal public housetoholdaspecial Kick 
Off 2 competition. Journalists and advertising 
sales teams (rom The One, C+VG, SU. Mean 
Machines, ACE, CU Amiga, and PC Leisure 
competed for two GameBoys. Also present was 
Steve Screech, the designer and reputedly the 
best Kick Off player in the world. Certain EMAP 
journalists it must be said felt confident enough 
to lay wagers that they could beat young Steve, 
but our very own Gary Whitta and Gary Penn 
were destined to go home short of £20 each, 
while only Julian Rignall, C+VG's erstwhile 
editor, won his bet as well as walking oft with a 
GameBoy tor winning the men's competition. 
Martha Moloughney, advertising manager tor 
Mean Machines, won the women's contest. 



FAIR'S FAR 

THETHIRD 16 bit computer fair is to be held 
at The Novotet in Hammersmith, West 
London from the 4th to the 6th of January 
1991. Further information can be obtained 
from Outstanding on (0726) 69442. 



THE CHIPS ARE DOWN 

IT LOOKS very likely that US Gold has managed 
to bag the licence to convert Atari's lively Lynx 
cartridge Chip's Challenge to the home 
computers. Atari's addictive little number 
involves guiding Chip through some tricky 
problems in an attempt to collect computer 
chips that allow him to exit to the next level 
Moving walkways, keys, locked doors and an 
assortment ot aliens are just a few of the 
problems he has to contend with. More news as 
soon as it's available... 



SEGA GOLD 

US GOLD is set to release two sizzling Sega 
conversions in the new year Shadow Dancer is 
being developed by Images (who did Back To 
The Future Part II for ImageWorks). while 
veteran Probe is hard at work on the racer 
Super Monaco Grand Prix. 



SHELF TALKERS 

ESSENTIAL 
software of the 
past past three 
months, compiled 
courtesy of The 
One team... 
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2... 

KATI HAMZA 

Night Shift 

GORDON 
HOUGHTON 

The Secret Of 
Monkey Island 

GARY LIDDON 

Dragon Breed 
Plotting 
Spindizzy Worlds 

GARY PENN 

The Immortal 
Pang 
Plotting 

LAURENCE 
SCOTFORD 

James Pond: 
Underwater Agent 
Light Corridor 

GARY WHITTA 

Powermonger 
Rick Dangerous II 
Speedball II 



PHOTOCOPIED HERO 

COMING very soon from French software publisher UbiSgft is a 
game based around RanXerox. the hero of the infamous adult 
comic books. With stories by StefanoTanburini and artwork by 
Gaetano Liberatore, the books depict extreme violence, sex 
with minors, and drug abuse, so UbiSoft's software incarnation 
will be interestingtosay the teastlThe idea behind thegameisto 
get the muscle-bound robot Ranx to fight his way to new York to 
deliver an essential vaccine and then return to Rome to find his 
14 year old lover, Lubna. Sounds interesting? Look out for our 
feature in the next issue... 




WIZZIERBALLS 



FOLLOWING speculation in the previous issue we can now 
confirm that Sensible Software is indeed producing a 
sequel to its classic Wizball for Ocean. 

Provisionally entitled Wizkid, this one's expected to be every bit as 
original in its concept as Wizball Details are vague at present, but the 
scenario goes something like this... 

The Wizball Wiz got it together with his missus and had a kid. They 
called him Wizkid. Unlortunately. Wizkid caught a bad dose of Orphan's 
Disease ..both of his parents mysteriously disappeared, along with Nifta, 
bis pet cat. And to make matters worse, aspects of Wizworld have also 
mysteriously vanished. What Wizkid has to do is use every ounce ot his 
skill and judgement to bring it all back. 

Featuring graphics from Jon Hare, Wizkid is being programmed by 
Chns Yates and represents his first real delve into the realms of 16-bit. 
Further details will be revealed in a future issue. 



BOMBWARE! 



POLICE are investigating software that 
shows computer users how to make 
Napalm and how to shoplift without 
being caught 

This alarming claim recently appeared in a 
national newspaper Apparently, the deadly 
data is being transmitted va telephone lines and 
costs the end user lust £ 1 .50 to download onto 
his own system. 

The program for the Amiga, which originated 
in Sweden, contains details and diagrams 
showing how to boil petrol and correctly handle 
highly corrosive acids, both used in the 
construction of lethal bombs 

Needless to say. apart from being illegal, the 
construction and use ot such weapons is 
extremely dangerous and should not be 
attempted by anyone receiving the program. 
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NOTHING QUITE LIKE IT 



RAINBOW ARTS' latest promises to be 
one of the dirtiest sports yet seen. 
MUDS isn't a mud-wrestling simulation, but yet 
another future sport from the man who brought 
you Grand Monster Slam (see Review in Issue 
Eight) Once again the Idea Is to put the boot in to 
some poor unsuspecting creatures, in this case 
Flonks 

The idea here is to score by landing Flonks tn 
the Pott at your opponent's end of the field. 
Understandably the Flonk is not so keen on 
being booted from one end of a pitch to another 
and takes every opportunity to get off, making 
life quite difficult for the players. 

Unlike Grand Monster Slam. MUDS {which, 
incidentally, stands tor Mean Ugly Dirty Sports) 
also includes a strategycum training side in 
winch you can buy, sell, and bribe team 




MEAN, ugly, dirty sports action with a 
difference.. MUDS from Rainbow Arts. 

members. MUDS is out on the PC on 25th 
October for f 24.99 Alan ST and Amiga versions 
will be playing in the new year for the same pnce. 



FROM X TO Z 



ST TURKIC AN 
AT LAST 

THE WAIT is now 
over for Atari ST 
owners Turrican 
has arrived. This 
huge five-world 
platform- based 
shoot 'em up 
gained an 
impressive 90 per 

cent when 
reviewed in Issue 
23. And the good 
news is that this 
incarnation looks 
and plays just as 
well as the Amiga 
version. ST 
Turrican's 
available now for 
a mere £19.99. 
Don't miss it 



FOLLOWING its hit 
shoot 'em up X-Out 
(see Review in 
Issue 16) Rainbow 
Arts has 
developed a 
worthy successor, 
provisionally titled 
Z-Out (whatever 
happened to 
Y Out?). Amiga 
owners who 
enjoyed the first 
burst of action are 
in for a treat here. 

There's more of 
the same on offer, 
without the croaky 
shop keeper but 
with plenty of 
extra-special 
graphics, 
including those 
based on Geiger's 
Alien designs 
shown here. Z-Out 
should be 
shoobng onto your 
STs and Amigas at 
the end of 
November for 
£19.99. 




LOOK TO THE FOTORA 



FRENCH Software Publisher Loriciels' 
new label Futura is about to hit the 




PANZA Kick Boiing. 



streets with the first two releases 
imminent through US Gold. 
Panza Kick Boxing is possibly the first 
simulation ol its type to feature movements 
digitised from studio filming of real kick boxer 
Andre Panza Fights can be recorded to allow 
you to analyse your own performance and that 
of your opponent. 

Combat of a different kind is offered in 
Advanced Destroyer System, a World War II 
naval simulator. You play the commander of a 
destroyer bristling with guns and torpedoes. 
There are 1 5 missions to complete, all involving 
naval and air forces. 

Future's debuts will be available in the new 
year for £19.99 on the ST and £24.99 on the PC 
and Amiga 



OPRAH'S GAME 

AMERICAN console 
manufacturer 
Nintendo comes 
under the spotlight on 
Channel * on Thurs- 
day November lit in 
The Oprah Winfrey 
Show. America's 
favourite chat ihow 
host will be discussing 
'The Nintendo 
Phenomenon". In case 
you aren't a Nintendo 
fan you might be 
Interested to know that 
ill machines are 
becoming as common 
In American homes as 
Video Recorders! 
Tune in to Oprah at 
5pm to find out why-. 



THE GOAL-DEN SHOT! 

THE KICK OFF 2 GOUEN GOAL OF THE MONTH 

November 

YOU LUCKY PEOPLE! Now that The One's Goal-den Goal 
competition is officially sponsored by Anco, we have bumped up 
the monthly pn*e yet again! No longer will our prizewinners be 
fobbed off with £100 worth of software Now the bestest, most 
blistering goal of each of the next five months earns its sender a 
whopping TWO HUNDRED QUID IN CASH! 

Yes, we are not joking - two tons of money! Just imagine what 
you could do with a fat wad of crisp notes in your pocket. Why. 
the possibilities are endless. You can tell Mr Sharma the 
newsagent to stuff his paper-round - no more getting up at live in 
the morning (or you! Your social lite will know no bounds as the 
girts swoon as the size of your wallet, and the school bullies flee in 
fear as your army of heavily-paid minders follow you around the 
playground. It you are a little older, why not splash out down the 
local and buy everyone a dnnk or nine, followed by a slap-up curry 
and a bit of bash at some posh nightclub? The even older winners 
could put another bar on the electnc fire, watch an extra hour of 
telly a day, and put the rest in their National Savings account to 
accumulate 1 1 6 per cent interest. 

We can see you are tempted. Money has a way of doing that to 
people. So if you think you have the right stuff and wouldn't mind 
a weekend pass to Millionaire's Playground, all you have to do rs 
prove your worth to us in the form of some impressive Golden 
Shots - the rules are below 

As for thrs month's oftenngs, winner of the first coveted £200 in 
CASH is Mark Hakpm of Lynemouth m Morpeth. His superb Zig-Zag 
run is one of the most impressive attacks we have yet seen, and 
his cocky finishing clinches it. * 

AFTER cheekily 
snatching the ball 
from a would-be 
attacker In his own 
halt, Mark lobs ft 
over to the tar left. 

where a 
perfectly-placed 
midfielder pick* it 
up on the halfway 
line before 
commencing his 
own run. 

HALFWAY Into 
enemy territory, 
Mark stops and 
executes another 
high diagonal lob, 
this time towards 
the goal area. Is 
there anyone there 
to pick It up? 



AND THEN SOME! 
In true David Piatt 
style, Mark sees 
the Incoming lob, 
turns on a 
sixpence and lires 
■ thunderous volley 
into the near 
corner of the net, 
beating the keeper 
by millimetres. The 
stuff that dreams 
are made ofl 

IF YOU THINK you can do better, send us your efforts to 
GOLDEN GOALS, The One, Pnory Court, 30-32 Farnngdon Lane, 
London EC1R 3AU. 

THE WPORTANT RULES 

1) No more than THREE goals per entry. Any more 
warrants disqualification. 

2) All goals must be scored by a human. NOT the 
computer player. No cheating! 

3) The disk label MUST have the following Information 
- format (ST or Amiga), and the sender's name and 
address. 
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CONSPIRACY 



SMOKE OUT SPACE SLEAZE 

So here I am, riding herd on six planets, checking 
out thecultists, keeping an eye on the droid 
assassins. . .same old stuff. Then, \hc idiots 
-mown decide they want me to ImMup an 
rgalactlO drug ring'! 
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ON THE ROCKS 

STALLONE IS BACK 
TOO... Only In a 
more familiar gutse. 
Yes, the tough 
boxer returns 14 
years after his first 
appearance. In 
Rocky V Sly goes 
bach to Philadelphia 
to train a young 
fighter but ends up 
Involved in a bust 
up with his son But 
will he actually kick 
the bucket this time 
around? Who knows 7 




SIMULATION 
specialist 
MicroProse has 
confirmed the 
existence of a 
sequel to the 
best-selling 
helicopter 
simulation Gunship. 

With the 
provisional tide of 
Gunship 2000. this 
long-awaited 
release has been 
in the works for 
around 18 months. 
Taking control of 
an enhanced 
version of the 
original chopper. 
Gunship 2000 
sees the player 
doing battle in a 
more urban 
environment of 
drug barons and 
the like. A firm 
street date for 
Gunship 2000 has 
yet to be set but 
you can expect to 
see something on 
the PC towards 
the middle of 
1991. 
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CORPORATION CRAZY 



YOU MAY have heard of people turning 
their bedrooms into shrines for Elvis 
Presley. God - even Turtles. But Jamil 
Ahmed of Catford. London has 
devoted his to... Corporation. 
Jamil, the Corporation Kid. is fanattcal about 
Core Design's debut adventure. which was 
reviewed back in Issue 23 of The One where it 
gained an impressive 90 pet cent When Jamil 
saw Corporation at Ihe Computer Entertain- 
ment Show in September he spent five hours 
playing it before reluctantly going home! 

Jamil was also Ihe first person to be 
registered as completing Corporation. He 
viewed the congratulatory screen on the 19th 
September after a week of hard playing. Well 
done. son. 

Does anyone else have an equally unusual 
computer-related fetish? You do! Then drop us a 
line to the address in the front of the magazine. 

Good news for Jamil andall other Corporation 
fans is the imminent Corporation Mission 
Disk This contains an additional 16 levels to be 
used in coniunction with the original disks. The 
new levels have completely different maps and 
some new aliens. The Corporation Mission Disk 
should be available in December for £ 1 4 99 on 
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JAMIL AHMED: the Corporation Kid. 

the Amiga Once the Atari ST version of the 
original Corporation rs released in November, a 
Mission Disk will follow in due course. 

And the Corporation tale doesn't end there. 
Core is currently working on Corporation II. 
based on the same system as used in the first 
game, but featuring a new scenario and 
containing a host of additional features. You can 
investigate some time in August or September 
of 1991. 




PART OF Jamil's shrine' to Core Design's Corporat 
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ANCO GETS EVEN Ml 
OUT OF KICK OFF 

ANCO is set to releasea whole range of 
Kick Off-related products over the 
coming months, including two new 
versions of Kick Off 2! 



Now that the World Cup is welt and truly out of 
the way, Kick Off 2 is available without the 
relevant Cup data for the new price of £19.99. 
Owners of expanded Amigas can also obtain a 
special version for £24.99 with linesmen, 
referees, overhead kicks, and additional sound 
effects all loaded in one go. 

Anco is also releasing five Kick Off 2 data 
disks between now and the new year The Final 
WhisUe contains a number of enhancements 



lor the original, including four new pitch types, a 
'flair' attribute for players, linesmen, referees, a 
physio, new comer kicks, penalties and 
throw ins, and a flick ball 1 option. All this for a 
mere £1299 on the ST and Amiga. 

Winning Tactics is a set of 10 tactics that 
can be loaded lo enhance your play tor £9.99. 
Return to Europe contains data tor all three 
European Cup Competitions: the UEFA Cup, 
European Cup. and Cup Winners Cup A full 
tour division league is featured in English 
League, also tor £9.99. And last, but by no 
means least. Giants Of Europe has the data for 
up to 30 major clubs and their squads for 
£14.99 



HAY A CHESS 
GRANDMASTER! 

BBC TWO is giving 
viewers the 
opportunity to 
play a Chess 
Grandmaster in an 
interactive 
television 
program. Your 
Move, to be 
broadcast on 

Friday 7th 
December will 
feature UK 
Grandmaster Jon 
Speelman. He will 
play chess against 

viewers who 
phone in with their 
moves. Using the 
latest telephone 

technology 
computers can 
analyse the 
thousands of calls 
instantly and then 
play the most 
popular move. 



KID'S STUFF 

SCHWARZENEGGER 
IS BACK ... as a 
kindergarten 
teacher! But don't 
panic. He's 
actually a cop 
who's gone 
undercover as a 
child minder. 
Directed by Ivan 
Reitman (who also 
directed Amie in 
Twins), Kindergarten 
Cop promises not 
only action 
sequences but 
plenty of tender 
lovey-dovey stuff 
too. Arnie. in his 
own inimitable 
fashion, also 
introduces some 
Commando-style 
discipline to the 
toddlers. Sounds 
interesting at 
least.. 




POWERFUL 
SPORTS FINALE 

COMPILATION lovers are in for a treat 
this month, with news of the release of 
three impressive new packs. 
The Power Pack from Beau Jolly boasts three 
top titles from Mirrorsoft, namely Xenon II TV 
Sports: Football, and Bloodwych. and 
Lombard/RAC Rally from Mandarin. Amiga 
and ST versions are both available for £24.99. 

US Gold has re-released three of Epyx's 
sports simulations as Sporting Gold. The titles 
are California Games. The Games Summer 
Edition and The Games Winter Edition, all for 
£29.99 on ST. Amiga, and PC. 

Also imminent from USG are the Lucasfilm 
Special Pack and the Sega Master Mix The 
Lucasfilm collection contains Zak McKracken 
And The Alien Mindbenders and Indiana 
Jones And The Last Crusade: The Graphic 
Adventure. A snip for PC. ST. and Amiga owners 
at £29.99. 

The Sega compilation features the arcade 
classics Turbo OutRun. Crack Down. Super 
Wonderboy. and Dynamite Dux. It's available 
on the ST and Amiga for £24.99 with 
Thunderblade thrown in for good measure. 

Finally. Elite has decided to put a stop to its 
seemingly never-ending release of compila- 
tions, and rs celebrating this event with... 
another compilation. Appropriately entitled 
Finale, the collection contains Overtander. 
Ghosts W Goblins Paperboy, and all 20 levels 
of Space Harrier Finale is available for the ST 
and Amiga at a pnce of £24 99, and on the PC at 
£29.99 with Frank Bruno's Boxing replacing 
Over lander. 



GOD WANTED: 
APPLY WITHIN 

OCEAN has officially announced that 
it s to distribute the sequel to SimCity, 
one of the most original games to 
emerge last year. 

In SimEarth you play God with the planet Earth 
by controlling ecological, geological, and 
meteorological factors to influence the 
development of the landscape and the lifeforms 
upon it 

SimEarth has been developed by Maxis. the 
US team that was also responsible for SimCity. 
Commenting on the deal. Ocean s Development 
Manager Gary Bracey said: _ We are incredibly 
excited to be working with Maxis. We realty feel 
that SimEarth is one of the most innovative and 
awesome pieces of software yet seen m the 
entertainment software industry.* 

SimEarth is part of a three product 
agreement with Maxis. The next one due is 
Robosport, which also promises to be 'very 
different". 

More imminently though, the PC version of 
SimEarth will be out before Christmas at around 
the £40.00 mark. The ST and Amiga versions 
should appear late in Ihe first quarter of next 
year at a lower price yet to be decided. All three 
versions will come complete with an informative 
200 page manual. 
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"There are 
substantial 
differences 
between 
development 
teams. We 
believe in 
marketing 
teams, not 
our 
corporate 
body. This 
way 
consumers 
will have a 
better idea 
of what they 
are buying 
and the 
developers 
themselves 
will have 
more 
substantial 
careers." 



"We have a 
fair mix of 
skills at our 
disposal so I 
wouldn't be 
too quick to 
write our 
obituary." 

Tarn Watson. 
Renegade 
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REBELS WITH A CAUSE 




There's a possible revolution in the air 
as yet another development team turns 
tail and set up on its own. Laurence 
Scotford pays a visit to new kid on the 
block, Renegade, to see what all the fuss 
is about 



AS REPORTED in the previous issue. The Bitmap Brothers 
have abandoned their connection with Mirrorsoft's 
ImageWorks label to set up Renegade, a new software 
publishing arm aiming to offer developers a 50/50 Deal. 
The company was established by Mike Montgomery, 
Steve Kelly, and Eric Matthews (The Bitmap Brothers), 
Martin Heath and Adele Nozedar of Rhythm King 
Records, and former Telecomsoft and Mlrrorsoft 
employee Tom Watson. 

The connection with Rhythm King records is important 
in that the company is known within the recording industry 
for offering a similar deal to its own artists. We asked three 
of the new company's directors to talk us through the 
philosophy behind the firm, and take a look at its first 
release, Gods 



TOM WATSON 

'I CHUCKLED enormously when I read the comment of an 
anonymous publisher in the last issue of The One: 'This isn't the 
record business, and these people are very naive lo think they 
can just come in and change things around just like that... there 
are numerous hidden costs incurred by the publisher... any given 
program is the pro- 
duct of tar more 
people than just 
the programmer — 
so why should he 
get all the credit?' It 
just reinforces 
what we are doing 
"The software 
industry thinks only 
it knows how to 
handle its product, 
but tl is really a 
small and simple 
industry. Are these 
'Hidden Costs' the 
company Mer- 
cedes and BMWs? 



"Developers 
are going to 
have to get a 
better deal 

from 
publishers if 

those 
publishers 
want to 
survive. This 
is not a 
cottage 
industry any 
more." 

Mike 
Montgomery. 
Bitmap Brother 




The software industry is not unique. Management and marketing 
skills are transferable, so this parochial attitude is funny. 

"The two key things that matter to us are the way we publish 
and promote software. To take the film industry as an example, 
99 times out of 100 you are not swayed in the film you see by the 
name of the company that releases it, but by what you know of 
the people who have created the product. These people are 
more than capable of determining the right direction tor their 
own careers. 

"There are substantial differences between development 
teams. We believe in marketing teams, not our corporate body. 
This way consumers will have a better idea of what they are 
buying and the developers themselves will have more 
substantial careers. 



THREE of tho 
directors ot the 
controversial new 

entertainment 
software publisher 
Renegade. From 
left to right: Eric 
Matthews (Bitmap 
Brother). Martin 
Heath (Rhythm 
King), and Tom 
WalGOn. 



The comment I mentioned earlier was ignorant. Look at the 
credits on a record sleeve and you will see that there are far 
more people involved in the production of a record than a piece 
of software. The amount of work in producing a record 
compared to a software product increases by a factor of at least 
10. 

'Consumer recognition of development teams won't be as 
tightly defined as consumer recognition of record artists to the 
extent that people will consistently buy products from their 
favourite development teams, but the broad pnnciples will still 
apply. 

"Currently, developers negotiate a royalty rate and then an 
advance on that, and are then sent away to produce the game. 
We analyse the cost of producing the product, and take into 
account the possible overheads before the work starts. The 
direct costs are then deducted from the income from the 
product, and the profit shared. This gives the developer 
incentive to get their costs in order. 

"We also take into account the amount of technical 
assistance that will be required from us. The one man developer 
is less and less of a reality in 16-btt software, so we want to put 
together a creative pool in which developers can flourish. 

"As far as the piracy and pricing problem is concerned I don't 
know if there is a solution. Of course piracy does force pnces up, 
but then you have to ask. 'If publishers did start selling more 
units, would they make their products cheaper?' 

"People don't often consider the amount of work that is 
involved in producing 16-bit games. There is a great difference 
between developing 8-bit games and developing 16-bit games. 
More and more people are required now to produce a really 
good 16-bit game. Then customers want nice packaging and 
manuals, and of course a lot of profit disappears at the 
distributor-retailer end. 

"We would like publishers to change the way they operate, to 
have a look at the way they spend money. They should spend 
more on promoting their products and less on promoting 

themselves. We are 
already doing this, 
and we have a fair 
mix of skills at our 
disposal, so I 
wouldn't be too 
quick to write our 
obituary. 

"As far as con- 
sole development 
is concerned it is 
easy for everyone 
to say they are 
seeking out con- 
sole business. I 
think European 
developers are 
perfectly placed to 

harness their existing skills in developing for 16-blt consoles. 
American developers have a lot of expertise in producing 
DOS-based material but European developers have gained a lot 
of experience In the transition from 8-bit to 16-bit machines. But 
yes. we'd all like to be Involved in consoles. 

"CD-ROM Is great, but I don'tthinka lot of people will be buying 
CD machines for the home. The more interesting area Is the 
Sony/Matsushita work on CD-I, but at present it is impossible to 
say what will come out of that. There are still problems to be 
overcome. 

"If CDTV can work, great. It will make people aware of what the 
future can bring One way or another CD is going to happen. 
Geoff Heath, director of Mmdscape, made a very important 
comment in Issue 24 of The One that CD involves spending mini 
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film budgets and is only feasible in conjunction with record and 
film companies. Hopefully we are already more in tune with the 
methods required - software, sound, and video professionals 
will be needed and we have access to all three. 

"We have the music expertise in Rhythm King who also have 
links with TV and Video production companies. That is a Key 
factor in where we are coming from and where we are going to." 

MM MONTGOMERY 

are already some publishers run by developers, but we 
are trying to do for the software industry what Rhythm King 
achieved for the record industry. At the moment we get the 
situation where big publishers collect awards for their products, 
but surely the award belongs to the developers - after all they 
put all the work m. We are out to promote the developer, not the 
publisher. People will be buying a Bitmap Brothers game which 
happens to be published by Renegade, rather than a Renegade 
game which happens to be developed by The Bitmap Brothers. 

'Developers are going to have to get a better deal from 
publishers if those publishers want to survive. This is not a 
cottage industry any more. It's team efforts that result in good 
product, and with the advent of CD technology software 
development ts going to become even more like film production 
with much bigger work forces. 

"We will definitely see more originality in the future although 
products do have to be commercially viable. At the moment we 
almost have two markets: licensed products and original games. 
Neither of these markets is going to disappear, but hopefully the 
quality of licensed games will improve." 



"PUBLISHERS who have criticised what we are doing are 
incredibly misinformed. It is not a good idea to compare 
computer games publishers and record publishers. A record can 
take up to two years to produce with many people involved. Even 
so it is the artist that gets the credit. 

"Rhythm King started because we wanted to release records 
in our own way. There is no other record company that offers a 
50/50 deal to recording artists. If the software industry was ideal 
then developers like The Bitmap Brothers wouldn't be forced 
into setting up on their own." 

RIGHTEOUS REBELLION OR CALAMfTOUS COUP? 

THE EXISTENCE of Renegade has already given rise to plenty of 
very strong feeling within the entertainment software industry. 
While the pnnciple of a 50/50 developer-publisher deal is 
anathema to most established companies, there are 
undoubtedly many in their employ who feel that the time is ripe 
for change and that it might as well come about through 
Renegade as anywhere else. But do developers realty 
understand the business of publishing? And, conversely, do 
publishers really have any Idea of the difficulties and 
requirements of developers? 

If not. then Renegade could well be the best thing to happen to 
the industry since the firm establishment of the 16-bit market. 
Success for Renegade could have many key industry figures 
visibly quaking, while signalling for development teams the sort 
of prosperity they have not enjoyed since the mid-80s. 

But what it The Bitmap Brothers and like-minded developers 
are trying to have their cake and eat it? The collapse of this new 
company, as well as evoking a chorus of 'I told you so' from the 
rest of the industry may also succeed in undermining the 
confidence of the 'underpaid, undervalued, and overworked' 
creative minds for whom Renegade has set itself up as a saviour. 

Whatever the future for the company, the most important 
aspect is how it will affect the deal that consumers get in return 
for their patronage. Indications are that, apart from the 
possibility of recognising a few more of the names responsible 
for the games you play, you won't be seeing much of a change in 
the way the software industry views you, the way it takes your 
money, or, indeed, the product that It gives you in return. 
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Gods 

PUBLISHER 

Renegade 

AUTHOR 

The Bitmap 
Broihers 
Steve Tall 
(Programming) 
Marti Coleman 
(Graphics) 

INITIATED 

December 1989 

RELEASE 
AMIGA 

Early 1991 

ATARI ST 

EaHy 1 991 

IBM PC AND 
COMPATIBLES 

Mid 1991 



Will Renegade be immortalised with its first 
release? Laurence Scotford finds out. 



GODS draws inspiration from Ihe legend of 
Hercules, a gentleman prominent tn boih 
Greek and Roman myth. In case you 
weren't paying attention in your History 
lessons, Hercules (or Heracles as the Greeks 
know him) was supposedly sot 12 
near-impossible labours by Eurystheus, 
King of Argos. And it is these on which Gods 
is based. 

The finished product is going to be 
dividod into four or five worlds, each with 
four or five levels. Although these levels 
must be played sequentially there is more 
than one way to complete a woHd, and you 
can be sure tnat no two games you play will 
ever be the same. 

At the heart of the program are four 
specialised pieces of logic that control the 
use of objects, normal adversaries, intelli- 
gent adversaries, and problems. Together 
these modules allow on infinite combtna- 





STEVE Tall, Bitmap Brother and 
programmer ot Gods. 



OUR HERO is a versatile chap. He can 
handle a wide selection ot deadly 
weaponry, from time bombs to fireballs 
At a pinch he can even lira while clinging 
onto a ladder. If there ar« no ladders 
available, no problem he can drop short 
distances, moving through the air as ha 
does so. 



tion of interiinked events. Rather than just 
creating a fixed environment which is the 
same each time you play, the systems used 
in Gods modify the game's performance 
depending on what the player does, or 
even how well he does. 

Ploying Gods is very much a journey of 
discovery. You hove lo experiment with 
actions to discover exactly the best way 
through each world. Even if you do manage 
to play right through you won'l be left with a 
white elephant - ploy it agoin and the 
chances are you will discover more aspects 
to Gods then you encountered in your first 
run through it. 

In fact, trie beauty of Gods is that you can 
never really be sure that you have done 
everything that there is lo do. Attempt to 
play it with a completely different strategy 
ana who knows what might happen? 
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EVERY dead opponent has the potential to leave behind a bonus object, such as 
diamonds or money bags (used to buy useful extras in the stilMo-be-lmplemented 
shops), c-f additional weapons and other equipment A neat touch Is the ability to 
Intensity equipment by collecting more than one ot each type. One ot the more useful 
Items' Is the Familiar, a flying creature who attacks all other creatures that get In its 
way until its hit points expire. 



GODS' WORLDS are riddled with switches and one or two mysterious object*. 
Discovering just what each switch or object does is part of the tun. Just to complicate 
matters. In many cases traps, bonuses, and extra sections are not simply activated by 
a single object or lever, but by a combination of two or more of them. 



THE ITIEn WHO SHAPED CODS 

THE TWO men responsible for Renegade's first release 
are programmer Steve Tall and graphic artist Mark 
Colemon. They began work on Gods last December and 
expect to hove it finished early next year. Steve is a new 
face among The Bitmap Brothers. He hod previously 
worked for Tynesoft as part of the team responsible for 
Circus Games, Rodeo Games, and Beverley Hills Cop 
Steve's programming career began on the Dragon. "It's a 
much maligned machine," says Steve sounding generally 
sorry for that. When the leap between the Dragon and the 
likes of the Atari ST is mentioned, he retorts that "there are 
many similarities between the 6809 and the 68OO0. 
Switching from one to the other wasn't too difficult." It may 
well be that The Bitmap Brothers will go on to create other 
games using the Gods system. Irs versatility and power 
make that a very feasible ond very exciting option. 
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ALIENS come In two types: Walkers, which stick to the walls and floors and so can be 
easily avoided and shot, and Filers, which have the habit ot swooping down on you 
unexpectedly. Fliers and Walkers both come thick and fast so there are rarely 
moments when you have time to sit and ponder the situation. At the end of each world 
you confront the traditional end-of-level Boss. These guys are still awaiting the 
attention ol Mark Coleman. " 



THINGS hot up when you encounter one 
of the occasional 'Intelligent' adversaries. 
By using a second editor the designer can 
give each of these a primary and 
secondary objective, as well as setting up 
other variables which control their 
behaviour. An Intelligent creature may be 
instructed to guard treasure unless 
certain conditions are fulfilled. In which 
caw it attacks the player. If It does attack 
then twisting and turning down passages 
will do no good as the creature simply 
follows you. The only way to escape Is to 
kill tt or trick it into falling down a pit or 
meeting some similar fate. And since each 
creature monitors Its surroundings at up 
to 17 times a second you have to be a bit 
swish lo shake It off. 




THE COLOURFUL skies featured in Gods 
are created by using palette switching. 
The Sky Editor allows the colours and 
frequency of switching to be ad|usted 
with ease. 
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ONE OF the most Impressive aspects of 
the system behind Gods Is the Problem 
Editor. Puzzles are triggered by one. two 
or three conditions, and they can also be 
chained together. The conditions can be 
anything from carrying a particular Item or 
being In a particular place to having 
scored a specific quantity of points. This 
flexibility allows the designer to set extra 
traps If a player Is doing particularly well, 
or extra bonuses H he Is doing badly. 
Thus the game adapts to your style of 
play. 




THE ALIEN Attack Wave Editor Is used to 
determine the attack pattern and type of 
each 'normal' adversary you encounter. 
They are fairly stupid and follow a fixed 
path, which makes them easy to remove. 



BACKGROUNDS are put together with the 
Map Editor. Pre-defined blocks are put 
into position and then designated as 
platforms or walla. This editor Is also used 
to position 'Event Spots', locations that 
trigger events If the player enters them. 
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TEN terrifying 
tales of violence 
in Vietnam... 
A TOTAL number 
of 47,244 US 
serviceman were 
killed In Vietnam 
between 1961 and 
1973. Four were 
Generals, eight 
were Colonels and 
61 were LI 
Colonels. 

, 51 PER CENT ol 
deaths were 
Incurred In 
firelights and 16 
per cent ol wounds 
came from small 
arms tire. 

SHRAPNEL 
fragments caused 
36 per cent of 
deaths and 65 per 
cent ol injuries. 

303,704 US 
servicemen were 
wounded by direct 
enemy action, 
10,000 losing one 
or more limbs. 

85 PER CENT ol 
those wounded in 
combat survived. 

IN A soldier's 
365-day tour ol 
Vietnam 
depression often 
took Hs toll. Sott 
and hard drug 
abuse became so 
common lhat 
conscripts were 
tested for drug 
dependency prior 
to their return to 
the United States 

A US soldier had to 
watch where he 
slopped. The Viet 
Cong hid Pan|l 
stakes (sharpened 
bamboo and long 
nails) In paddy 
fields and shallow 
pits to pierce 
unwary feet. Some 
were smeared with 
animal or human 
excrement to 
guarantee infection 
of the wound. 

SOLDIERS under 
pressure were a 
volatile force. In 
March 1868 ■ 
company of US 
Infantrymen 
entered the hamlet 
My Lai. destroyed 
its houses, 
extormlnsted Hs 
livestock and 
massacred the 
Inhabitants. The 
death toll 
amounted to 100 
Innocent civilians. 
The platoon's 
commander was 
later sentenced to 
life Imprisonment 
but subsequently 



More American servicemen were maimed 
in Vietnam than in World War II and Korea 
put together. Kati Hamza examines the 
conflict that crippled modern America. 



IN LATE 1945 the North Vietnamese leader Ho 
Chi Mmh rose up against pro-westem South 
Vietnam. Alter bitter fighting it was agreed at the 
1954 Geneva Convention to drvide the country 
into two. North ol the 1 7th parallel Ho Chi Mmh 
ruled Irom Hanoi. South Vietnam, led by Ngo 
Dmh Diem, had its capital at Saigon. 

Neither was content with peace. In 1957, the 
communist guerrilla National Liberation Front 
(Viet Cong), who had remained m South 
Vietnam, began a co-ordtnaled campaign 
against Ihe Saigon government. They were 
ostensibly supported by Ho Chi Mmh and China 
II was Ihe height ot the Cold War and America 
perceived communism as a serious world 
threat. In line with a policy of containment 
recommended by a zealous President Kennedy 
it sent US military advisors, special forces and 
(inane tal aid 

Then, on 4th August 1 964 two US destroyers, 
possibly misinterpreting radar and sonar blips, 
reported a night attack by North Vietnamese 
torpedo boats. The new President Lyndon 
Johnson sent in 100,000 American soldiers. In 
September the first large-scale anti-war 
demonstration took place. 

From the day the first Amencan troops 
officially went into battle on 29th June 1965. 
they taced bitter and persistent opposition The 
first lew years ol the war were taken up largely by 
patrols, ambushes and larger search-and- 
destroy operations. The objective was to enter 
stops of tungle and mountain terrain occupied 
by the Viet Cong In fact many Viet Cong 
managed to evade strategic US bombing by 
holing up in bunkers and underground tunnels. 




Gradually the action escalated US troops 
joined by soldiers from other comers of the 
world launched aerial attacks on the guernllas' 
mam supply route, the HoChi Mmh trail By night 
harassment and interdiction tire was targetted 
at tactical locations By day Agent Orange 
Defoliant was sprayed over the jungle to destroy 
communist cover Security was a constant 
hazard. The south was plagued by Viet Cong 
infiltrators, double agents and spies. 

In January 1 966 US forces inflicted a massive 
defeat on a Viet Cong stronghold near Saigon 
known as the Iron Triangle Even as they 
withdrew the Insurgents were starting to fitter 
back. 

By 1 968 they were ready to inflict their most 
senous attack on the South Vietnamese yet. 
lakmg advantage of the truce during the Tet 
(new year| celebrations, the Viet Cong launched 
a senes ol offensives on the major cities in South 
Vietnam and too* everyone by surprise. The 
streets rattled with machine gun tire as Viet 
Cong suicide teams battled with US forces and 
South Vietnamese armed poke. By February 
the communists' greatest prize had been 
recaptured - it was at home in America that 



HAM BSLDOtAPHY 

Nam. The Vietnam 
Experience 1965-75 

(Hamlyn) 
Vietnam, A History 
(S Karnov. Penguin) 
The Vietnam Story 
(Will Fowler. 
Windward) 
Vietnam War Diary 
1964-1975 
(Hamlyn) 
Vietnam: The 
10,000 Day War 
(M Madear. Thames 
Mothuen) 
Winners And 

Losers 
(G Emerson, 

Penguin) 
Despatches 
(M Herr. Picador) 
Chicken hawk 
(Robert Mason. 
Corgi) 
The Battle 01 Long 
Tan 

(L MacAulay, Arrow 

Books) 
Let A Soldier Die 

(W E Holland, Corgi) 



much of the damage had been done. Graphic 
news lootage of murder and brutality 
consolidated anti war leelmg President John- 
son sent in between 35,000 and 50.000 more 
troops 

On 6th November 1968 Richard Nixon took 
over as President ol the United States He had a 
maionty of no more than hall a million votes, 
laced an escalating military campaign in 
Southeast Asia and growing opposition to the 
war at home. Whatever he did in Vietnam was 
obviously crucial to Ihe luture success ol his 
career Meanwhile peace talks dragged on in 
Pans with no real end in sight 

Alter the Tet offensive America favoured a 
policy ol Vietnamisabon. reequipping South 
Vietnamese forces so that US soldiers would not 
be so involved in combat. Nixon began a series 
ol troop cuts. 

In 1970 phased withdrawal from Vietnam 
began. Meanwhile the battle crossed the 
borders of Vietnam. US airpower battled with 
North Vietnamese troops over control ot Laos, 
focus o' the Ho Chi Mmh trail. In April, amidst 
bitter controversy, US troops entered neutral 
Cambodia to flush out Viet Cong strongholds, 
and discovered a huge cache ol arms 

By April 1971 anti war feelmg had reached a 
peak. The greatest demonstrat ions oft he war so 
(ar paralysed Washington The same month 
Nixon vowed to end US involvement in Vietnam 
Desperate 'or a way out Nixon stepped up a 
concerted North Vietnamese B-52 bombing 
policy The Linebacker Campaign was designed 
to bring the communists back to the peace table 
by pounding down their installations in the 
north. It worked. Hanoi returned to the Paris 
peace talks and a cease-lire agreement was 
signed on 23rd January 1973 The US military 
presence tn South Vietnam was reduced to an 
attache in Saigon. 

tn March, as the last US troops left Vietnam, 
the North Vietnamese continued to build up its 
troops In the south, the Viet Cong kept the 
guerrilla war ticking over 




Then there was Watergate It was the end tor 
Nixon and the end for South Vietnam. On 10th 
June 1973Congress voted to cut all funds tor US 
military activity in Indo-China With all Amencan 
aid cut off. it was only a matter of time before 
South Vietnam fell. The North Vietnamese Army 
began its offensive in early 1975 In a last 
desperate scramble, the remaining Americans 
and their dependents were airlifted out. By 30th 
April it was all over The South Vietnamese 
President Duong Van Mingh announced 
unconditional surrender, and the communists 
took over. In 1976 Vietnam was officially 
reunited as the Socialist Republic Of Vietnam. 
Far Amenca the price had been high The war 
had cost them over 45,000 men. more than 
$100 billion and a stinging political defeat. 
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VIETNAM left such a scar on the American psyche that for a long 
lime it was a subject that no- one could quite bring themselves to 
make a film about. There was one Totable exception: The Green 
Berets, a gung ho John Wayne tear-jerker, which features The 
Big Man walking off into the sunsel holding a cute Vietnamese 
child by Ihe hand and proclaiming schmaltzily "You're what this 
is all about." Sugar and spice is not what most subsequent 
Vietnam films were made of. The most recent crop of 'Nam 
testimonials -Platoon, Full Metal Jacket. Hamburger Hill 
have shown in graphic detail the terrible brutality of a war fought 
mostly by young, disadvantaged and often black kids. But it's the 
films that were made a decade earlier - Apocalypse Now and 
The Deer Hunter - that are generally regarded asthe Vietnam 
classics. Movies about Vietnam veterans far outnumber those 
which actually describe Ihe war. They range from the tender and 
thoughtful (Coming Home and Birdy) lo the extremely macho 
(Rambo). A 'Nam background is often the only acceptable 
excuse for an extremely close relationship between two men 
and a sure-fire formula if you want to make an action TV series 
like The A-Team Magnum ano Blue Thunder, or an off beat 
black comedy like MASH. 
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The Green Berets 

(1968) 
Go Tell The 
Spartans (1978) 
The Deer Hunter 

(1978) 
Apocalypse Now 

(1979) 
The Odd Angry 

Shot (1979) 
Platoon (1986) 
Hamburger Hill 
(1987) 
Full Metal Jacket 
(1987) 
Good Morning 
Vietnam (1987) 
BAT 21 (1988) 
Saigon (1988) 
Casualties 01 War 
(1989) 
Born On The 
Fourth 01 July 
(1989) 



nnm 1965-1975 

Kati Hamza visits the White House and tries on Nixon's 
shoes. 




FIVE years ago, when 'Nam wasn't even so 
much as a gleam in Domork's eye, Matthew 
Stibbe was a hard -working schoolboy with 
big ideas. In the odd spare moment 
between taking A-tevels and applying (or 
university, he managed to put together the 
rudiments of a Vietnam-based strategy 
game. So what inspired a Vlth form student 
to start designing a full-scale historical 
simulator at a time when most teenagers are 
just discovering Heineken and acne lotion? 
"I watched Apocalypse Now. Then I read 
Dispatches by Michael Herr, who also 
wrote the Apocalypse screenplay, and 
ended up writing an essay on both for my 
English A-Level. 

Matthew's interest in 
computers goes 




even further back. He saved up for his first (a 
ZX8 1 } when he was 1 1 , discovered its 1 K of 
memory didn't stretch to all the programs he 
wanted to use and went out and bought a 
VIC-20 instead. The VIC-20 was definitely 
seminal for me, because it had all the basic 
attributes of all the other computers I've 
ever had." The next few years ushered a 
whole string of hardware in and out of 
Matthew's bedroom: a B8C, a Commodore 
64 portable with a disk drive, a Spectrum, 
and his favourite - an Atari 400. Even at 
this early stago, the Stibbe business acumen 
was making itself known: "I used to buy them 
secondhand and often ended up making a 
profit." 

When he found himself with a year off 
between school and university he decided 
lo combine his two passions, bought on 
Apple Macintosh and began o gome 
design. Ironically, when the big break 
finally come it nod nothing to do with 
first major published 

THE NERVE centre 
of the whole 
operation is the 
President '5 desk 
(temporarily 
occupied by 
Matthew Stibbe). 
From here you can 
consult the 
newspaper, or read 
the presidential 
report which gives 
Information about 
all aspects of the 
campaign. Advice 
Is available trom 
your PR manager 
and the Chairman 
of Joint Chiefs. Of 
the two Presidents, 
Nixon is the more 
difficult to play, 
because he began 
his term of office 
with much lower 
popularity. Using 
.-sal politicians 
didn't pose a 
problem - United 
States presidents 
are |udged to have 
put themselves In 
the public domain. 
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NAPALM 
accounted for 
many civilian 
deaths. Napalm 
burns are always 
extensive because 
the fuel produced 
from jellied petrol 
sticks to the skin 
even when alight. 

AGENT Orange 
Defoliant left 
Vietnam with a 
grim legacy. Its 
contamination 
effects continue to 
this day and there 
Is evidence to 
suggest that It may 
have caused 
serious ill-health 
and birth defects. 



THE ARTIFICIAL Intelligence of communist enemy units in 
South East Asia Is designed to simulate the kind of military 
intelligence limitations the Americans faced. They tend to 
infiltrate Cambodia, Laos and North Vietnam and your own 
forces won't see them unless they are spotted by aerial 
reconnaissance or detected by your units. While you try to 
puzzle out exactly where they are, the invisible forces are 
following specific rules about where and what kind of American 
units they attack. 
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game was electronic Art's Imperium (see 
WIP, Issue 1 7), a space trading adventure. 
'Nam, probably because the political 
material was considered too hot to handle 
by some American publishers, took longer 
to sell. 

Like Imperium, 'Nam (which has token 
four years, on and oft. to develop) is an 
in-depth strolegy game. Of the five 
different scenarios, three ore pure war- 
gomes based on real military situations. The 
other two are presidential campaigns. As 
Presidents Nixon or Johnson you learn 
what ifs like to ride the Vietnamese 
war-machine and live according to the 
whim of opinion polls. Your objective is to 
prevent South Vietnam falling to communist 
powers using military and economic 
support. If you opt for alf-out popularity you 
can't go for maximum military efficiency. If 
you lose face or, worse still, the war, your 
days in the Oval Office are numbered. 

"The original design storied out as a 
generic worgame system. It was intended to 
be a complete simulator - any kind of 
conflict and any terrain - that's the bit I 
worked out at school." Much of develop- 



Electronic Arts resident Nick Wilson. 'Nam 
is different: programming was part of the 
deal. 

All three versions are being converted 
from Matthew's Macintosh prototype. It's 
been an educational process. "If s written in 
C though actually I'm more of o Pascal man. 
Then the person employed to program the 
PC version fell ill so I had to learn to program 
a PC os well. I suppose that makes me a 
more marketable commodity." 

So what does this 21 -year-old 
marketable commodity with two published 
games, various freelance programming 

E rejects, some poems, a novel (unpub- 
ihed), a thesis and two-thirds of a degree 
course to his credit plan to do next? 
Characteristically, his lis) of ambitions is 
modest. First stop, sirring finals and 
completing his history degree. After that a 
high-flying job in Management Consul- 
tancy, setting up another business and, 
possibly, politics. 
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ANNUAL strategies and troop reserve quotas are designated In 
the Oval Office, but It's out In the field that most of the action 
takes place. Units can be ordered about the battlefield 
allocated temporary air mobilisation and transferred to 
hotspots. One interesting strategy is to bait a trap with 
slow-moving infantry units, then send in a group of air-mobile 
re—rvs. II pay* to be subtle, there's a limit lo troop resources 
so com mining yourself to an all-out January attack means you 
will be out of power by December. Matthew consciously opted 
for passing time SimCity-style in preference to 'turns'. In order 
to recreate a sense of being under pressure. History doesn't 
stop |ust because the president can't make up his mind. 



sounmnG off 

LIKE most strategy worgames 'Nam isn't overly endowed 
with gratuitous sound, though it does feature a digitised 
version of President Kennedy's inaugural speech: "I had a 
hell of a job getting hold of the transcript and even tried the 
American Embassy. In the end I found it on o video 
docu-drama about Kennedy's life." The other sounds are 
mainly minimalistic bangs, crashes and chopper effects. 



EACH unit has its own historically 
accurate insignia. Finding the illustrations 
was one of Matthew's biggest headaches: 
he scoured libraries, applied to the US 
Embassy and was eventually forced to 
order a military reference book direct 
from the USA The final graphics will 
colour - so tar they have only been 
scanned in black and white. 
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menf involved perfecting and modifying fhe 
original specifications and devising comp- 
lex political and economic models. They 
fake accounl of all sorts of different faclors 
(popularity, resources, patriotism and so 
on) and were devised using a Macintosh 
utility called Stella. "Essentially itworks likea 
plumbing system. You can turn certain 
influences on and off like a top and it 
transforms them into formulae." 

One of the biggest problems was fitting 
the design into the available memory. A lot 
of the work was a matter of winnowing 
thing out - a question of progressive 
simplification and working to the lowest 
common denominator - in this case the 
Atari ST. What stayed in wasn't always what 
interested Matthew most: "People tend to 
gel more excited about insignia than 
economics and politics, so they were a 
priority." 

Despite the foct that he taught himself 
Pascal. Objoct Pascal ond MacApp more or 
less in his spare time ond is fluent in C, 
Matthew prefers design to programming. 
"I'm o lousy programmer really. I have my 
own peculiar ways of doing things and that 
tends to confuse other people though 
sometimes it helps to be able to program to 
implement a complicated idea." For 
Impenum's coding he hardly put finger to 
keyboard - it was programmed wholly by 
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NAM started lite as a file ot immaculately presented game specifications. This sample 
chart demonstrates three of the factors a competent president has to learn to juggle 
support for war, South Vietnamese stability and US commitment. 



THE TROOP allocation screen. All troops 
that were or could have been present in 
the war are featured, not just American, 
but South Vietnamese, Australian, Korean, 
Thai, and Philippine as well. The 
availability of units is affected by the 
number of conscripts and the amount of 
dedicated military aid. It's also directly 
related to your success in controlling the 
population on the ground. If you haven't 
got the men you can't send them in. With 
the exception of troop commitments all 
parameters take a year lo come into play. 
Troop commitment is the least popular 
policy but on the ground it often proves 
the most effective. 
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Fly to Live — Live to Fly 

W ifcc I They're back and mean as hell! Five years after you last rescued the Earth, the 

JyJ battle begins again. The aliens are back to grab more humanoids and suck their brains dry. 
1 *>-J This time they have improved technique, experience and above all better craft, fortunately 
so do you. Hit your fractal Smartlasers, drop your Smart Bombs. . . . 
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Features: 



Co 
3 Games 



• DEFEN 



the all-new Defender II 
one of the fastest games 
yet to hit the ST and 
AMIGA. 



• DEFENDER -Original coin-op w 
by arcade shoot-'em-up King, Jeff Minter. 

• STARGATE - The original cult 
coin-op. 
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Original Rock Soundtrack 
• Learning Mode, graduate 
from L-Plates on 
your craft 
^SkV^ • Devastating 
Wf f payability 
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Gordon Houghton plays ball 
with the legendary Subbuteo 
to discover what makes flick 
kickers tick. 

SUBBUTEO was Invented In 1947 by 
Peter Adolph, onetime employee of the 
Army and keen ornithologist. Spotting a 
gap in the home entertamment- 
boardgame market, he set out to devise his 
own form of table football. Aiming to be as 
faithful to the original as possible, he 
constructed the first ever set using 22 
Woolworths plastic buttons (filed down to 
produce a rounder base) with two- 
dimensional cardboard players stuck on 
top of them, wire and paper to create the 
goals, and an old Army blanket on which he 
chalked the pitch dimensions. 

These were virtually the basic com- 
ponents for the first commercial Subbuteo 
set: originally the game was mail order 
only, comprislnga box with two teams, ball, 
goals, chalk and instructions on how to 
create the pitch yourself from any piece of 
cloth. As soon as he began to sell his idea, 
Adolph came across the problem of giving 
it a recognisable tag. His first preference 
was for The Hobby', but the title was 
already patented. Turning to his 
knowledge of birds, he derived the present 
name from the hobby hawk, the Latin 
phrase for which is 'Falco Subbuteo'. The 
first advert for his product appeared in 
Boy's Own in 1947, and Adolph reputedly 
took £10.000 worth of orders from It 

The popularity of the game has recently 
recovered after a slump in the late 70s. to 
the extent that there has already been an 
eight-part BBC TV series called Playing 
For Real (first shown in 1988). and the 
Subbuteo World Cup m Rome was given an 
hour's highlight coverage by Channel 4 
(including natty miniature cameras to 
catch the action at pitch level). 

Subbuteo now 
sells over 300,000 
sets a year, tour 
times as many as 
three years ago. In 
1988, after a 
redesign of the 
packaging, it car- 
ried off the Game 
Of The Year Award 
from the Toy Trade 
for the second time 
in its history. For 
fans of flick-to-kick 
fun, the future 
looks bnght. 
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THE FIRST two Subbuteo teams wero the 
Reds and the Blues, a pairing thai 
covered a multitude of clubs in (he days 
when strips were much simpler. There 
have been 720 different strips produced 
since then, and there are currently about 
500 available. The big change occurred In 
the 1960s, when the player figures 
became three-dimensional and the 
number of strips Increased dramatically in 
response to awareness of commercialism 
in (he national game: clubs make more 
money by creeling and copyrighting a 
unique strip. Understandably, some 
Subbuteo teams double up: In table-lop 
terms Scunthorpe United happen to wear 
ihe same shirts as Barcelona. The most 
popular team. Inevitably, is Liverpool. 





ACCESSORIES now exist that wouldn't have been dreamed of 
In 1947, and most of them are unessential to the playing of Ihe 
game (though Subbuteo purists would argue that they are vital 
lo the atmosphere). Did you know, for example, that there are... 
Ihree types of goalkeeper (including one on springs), four kinds 
of ball, FA and European Cup replicas, corner-kick and 
throw-in figures, team number transfers, three kinds of goal, a 
referee and two linesmen, six line flags, a fence surround (to 
recreate the experience of playing at Mallock Town), a 
complete stadium with a crowd lo fill It, policemen on horses, 
ball boys In Iracksults, and a scoreboard? And don't think the 
pitch Is sacred: tf Ihe standard playing cloth Isn't to your taste, 
you can always try the World Cup edition, or the springy 
Astrolurl. 



FINGER FLICKIN' GOOD 




FEATURE 



FUCKY FACTS 

TWELVE tasty 
tit-bits to tickle 
your lastebuds... 
SUBBUTEO is 
played by over five 
million people 
worldwide, and Is 
sold In over 50 
countries. It has 
been t ran staled 
into 16 different 
languages. 

THE WORLD 
record game time 
for a Subbuteo 
match is 1 1 1 
hours, 11 minutes 
and 1 1 seconds. 

SUBBUTEO even 
has Its own 
international 
organising body - 
the Federation of 
International 
Subbuteo 
Associations 
(FISA), with more 
than 30 affiliated 
members. There 
are over 200 
Subbuteo clubs 
and leagues 
affiliated to the UK 
Subbuteo 
Association. 
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SUBBUTEO 

The Home Computer Game 



BALDING Bobby 
Charlton is the 
President ol the 
UK Association. 
His brother Jack Is 
President of the 
Irish Association. 

THERE has beon a 
Subbuteo league 
formed by 
Carmelite nuns in 
Northern Italy. 

OVER 100 million 
figures have been 
made since the 
game was 
launched. It they 
were all lined up 
they would stretch 
from John 
O'Groats to Land's 
End and back, or 
from London to 
Rome. 

PLANS are 
underway for the 
1904 World Cup in 
the United States. 
For the first time 
Eastern bloc 
countries are 
eipected to take 
part. 

THE FACTORV in 
Leeds produced 
more than 12 
million learn 
figures last year. 

THE FULL 
Subbuteo stadium 
can hold over 6.000 
tiny plastic 
spectators. 

A WEEK before the 
Italia 90 World 
Cup, Subbuteo 
held its own World 
Cup in Rome, with 
25 nations taking 
part. The England 
team Insured their 
lingers for 50.000 
each and took 
several sets of the 
game with them. II 
didn't help them 
win. The Senior 
World Champion 
halls from Greece, 
the Junior from 
Portugal. 

AMONGST other 
luague players, 
Vinny Jones likes 
to unwind (and 
needs to) by 
playing Subbuteo. 

SOME crucial 
Subbuteo team 
catalogue 
numbers: Liverpool 
(663). Arsenal (683). 
Spurs (700). 
Manchester Utd 
(6S4). Berwick 
Rangers (030). 



ONE OF computer incarnation's neater 
touches Is the ability to customise your 
team (presented in this Subbuteo style 
box). The name, shorts and shins can be 
altered, but there are only nine colours to 
choose from, and no options such as 
stripes, halves, quarters, diagonal flashes, 
epaulettes, and so on. So, if you want to 
play Sunderland. Blackburn Rovers, 
Bristol Rovers or Crystal Palace from the 
70s, be prepared to compromise. 



A COMPREHENSIVE list of rules is 
available at any time during the match - 
If you aren't sure why you were penalised, 
check the laws tor yourself. Before ptay 
begins you can also select tho game-time 
and team formation. 





AND THIS Is Subbuteo. computer-style. As 
well as a lull 360 degree pitch rotation 
facility, Icons at the bottom ol the screen 
allow you to zoom in and out, fine-tune 
the rotation, view the rules and change 
the overhead viewing angle from a 
position about 30 degrees above the pitch 
to directly above. With a chosen player's 
kicking direction determined, you set the 
spin and power ot the shot. The only team 
member you don't control Is the 'keeper. 



FOOTBALL licences are as common as 
Gazza's appearances on chat shows, so 
anything withaqulrky twist is welcome. But 
why convert Subbuteo onto home com- 
puters? Are there any advantages other 
than the tact that it eliminates the need tor a 
large (able on which to spread the pitch 
ctoth, and puts tinger insurers out ol 
business? 

Well, the most striking benefit is that you 
don't need two people to play it. Subbuteo: 
The Home Computer Game supports a 
league ol eight teams as well as the 
obligatory human vs computer option. 
Also, you can alter the team strips (within 
reason). But that's just about where the 
dilterences end. 

The gameplay is a literal rendition ot the 
original, and retains the classic llick-to- 
kick formula. The 360 degree pitch rotation 
and overhead views allow you to select a 
more than adequate number ot angles, 
and the ability to apply spin and strength to 
the shot mimics the way in which the 
boardgameispJayed. It's a flexible system 
that does lake some getting used to - 
particular ly when you have to play a shot 
within 30 seconds to avoid being 
penalised. 

The tact that 
it's an accurate 
translation 
doesn't make it a 
greal computer 
game though. 
For one thing, 
more use could 
have been made 
of presentation. 
There's no inc- 



SUB8UTH) 

Goliath Games 
And Electronic 
Zoo 

Available NOW 
On Atari ST 
And Amiga 
Price: E24.99 



lusion ot all the Subbuteo accessones you 
can buy - different balls, silly plastic 
policemen, the fence surround, a trainer's 
dug-out, a 70s-style outside broadcast 
unit, and nets in the goals. 

It also lacks little in-game touches, such 
as the clicking sound when players collide, 
or the way that players can spin over on 
their bases when swerving, or jump up 
when striking the ball hard. The original 
can also be a very fast game, but this 
version's icon system and thinking 
computer opponent effectively make it 
medium- paced. 

These are only superficial criticisms. 
What you look tor in a conversion of a 
boardgame are ways in which the 
conversion has added to the original. This 
version only convinces you that the 
original, with ils tactile expenence and 
(particularly) the fun you can have 
accusing your opponent ot cheating, is far 
superior. 
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APART from the single player option, 
there's also a fully inclusive league 
system with fixture lists, and an 
eight-team table. Up to eight human 
players can take part. 






ybur father's Been murdered, 
your {Peasants are in revolt 
our wife's run off with your Best 
the ^Kings' brother. 

'My the best news you 've had 





for some time! 'JagE \ ' 

y*Betrayat. " 1 
from %g,inbir£. 
web of intricate possibilities - but fair 
play isn't one of them. 




MASTERS OF STRATEGY 
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APART Irom 
Team Suzuki 
(here are Ihree 
other major 
contenders: 
Yamaha. Honda 
and Cagiva. In 
the 500cc 
category on which 
the Gremlin game 
is mainly based, 
these were the 
most celebrated 
riders at the end 
of the 1989 
season... 
HONDA 
Wayne Gardner 
(19B7 World 
Champion) 
Michael Doohan 
Pier-Francesco Chili 
Stto Pons 

YAMAHA 

Eddie Law son (Four 
Times World 
Champion) 
Wayne Hainey 
Christian Sarron 
Jean-PhiMpe Ruggia 

CAGIVA 

Randy Mamola 
Ron Haalam 
Alexandre Barros 

FUGS 

A RED light 
switching to green 
starts all races, 
and after that 
flags are the 
official means of 
communication, 
But what do they 
all mean? Read 
on... 
CHEQUERED 
Stgnrfies irie fimsh ol 
a race, dropped as 
the winner passes, 
then held still Also 
marks the end of a 
practice session 

YELLOW When held 
still it simply means 
'Caution - no 
overtaking ' When 
waved il means 
'Extreme caution: 
slow down and be 
prepared to stop.' 

RED- AND* YELLOW 
STRIPED O" on the 

track When the 
yellow and the 
red-and- yellow Hags 
are held crossed, 
the race is stopped, 
and all driver s must 
return to pits 

RED When held at 
the start/finish line, 
the race is stopped. 

BLUE You are 
being followed, 
prepare to give 
way.' 

GREEN Clear the 

track.' 

BLACK Used with a 
raong number, it 
means that the 
competitor must 
return to the pits 




TEAM SUZUKI: 
THE RIDERS 

KEVIN SCHWANTZ (USA) 

BORN m Texas, 26-year old Schwantz has 
competed in three grand pm seasons. He 
learned to ride ondirt-tracks before switching to 
road racing, a background which gave him a 
characteristically exuberant racing style. He 
won his first ever GP race in Japan, but the rest of 
his first season was 
marred by imunes 
and crashes After 
winning two races in 
all m 1988 he went on 
to win another six m 
1989 with a string of 
pole positions and lap 
records, halving his 
accident rate into the 
bargain At the end of 
1989 he earned the 
title of fastest nfler in 
the most races 

KEVIN MAGEE (AUS) 

LIKE Schwantz. Magee burst on the scene only 
three years ago. He developed his smooth riding 
style racing big-production four-strokes in 
Australia, where he 
rose rapidly from club 
status to the very lop 
In his first GPyear the 
28-year old Australian 
finished fifth in the 
table. An injury in the 
third race of 1989 
affected his perfor- 
mance for the rest of 
the season. Even with 
this handicap, and 
missing two races, he 
■ finished fifth again 
* overall 



Leather boy Gordon Houghton tries out the 
saddle of Gremlin's latest racer. 





THETEAM SUZUKI 500cc racmgbike tsoneof the most powerful 
in Its class, capable of accelerating from 0-60mph in 2,7 
seconds, ano with a top speed of 1 86mph. Prototypes date back 
to the mld-70s, when the square-four 
Suzuki established the two-stroke design 
parameters which pushed bike develop- 
ment in its present direction. 

The modern Suzuki grand pnx racing 
team is descended from a long line of 
world champions, including Barry Sheene 
(1976 and 1977). In those days it was run 
from a base south of London. More than a 
dozen years later, members of the original 
group form the nucleus of the present 
team. Onry the hardware and the location 
have changed - Suzuki is now based m 
Kent, close to the workshops of former 
multiple champion. John Surtees, 

The world motorbike racing cham- 
pionship was instituted in 1949 by the 
Geneva-based FIM (Federation Interna- 
tionale Molorcycliste). This federation was 
founded in 1912 and has 52 member 
countries: it issues licences, approves 
circuits, sets the calendar, writes the rules 
and adjudicates many disputes. Anyone can race ma grand pnx as longas FIM requirements are satisfied. You 
need an international licence, your entry has to be endorsed by your national federation, and you must have 
competed successfully enough to be near the top of the grading system. 

Typical grand prix meetings last four days, from the free training day on Thursday to the climax on Sunday. 
Friday and Saturday usually comprise four sections of 45 minutes' timed practice to sort positions on the 
starting grid, and also allow riders to test their tyres. On race day, riders are allowed another 15 minutes' 
warm-up. 

Once the race has started it lasts approximately 45 minutes, with only a couple of possible interruptions: 
sudden adverse weather conditions or obstructions, such as crash debris or injured riders, on the track. If less 
than two laps have been completed, the race is restarted, If it's stopped before three-quarters distance, a 
second leg makes up the full distance. If there's another hitch, the current positions count as final. 
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GREMLIN intends to make Team Suzuki 
as accurate as possible, right down to the 
wheelles caused by over-rewlng. One of 
the bones ot contention right now is 
whether or not 10 put riders on the bikes 
doing so would slow down the frame 
rate. It may be implemented as a setup 
option. 



1SUZUKI 



A TOUCH OF CLASS 

AT THE beginning of the 1990 season, the grand prlx were 
trimmed to just three solo classes, all determined by cylinder 
capacity. All classes have a minimum weight limit, a maximum 
number ot cylinders and a maximum ot sin gears. They require 
radically different ndmg techniques, typified by the way m which 
they approach corners. A 125cc rider ts running a knife-edge, 
balancing maximum tyre adhesion against the chance of a skid 
which causes loss of speed. At the other end of the scale, the 
500-class rider has a surplus of horsepower, and deliberately 
breaks the tyre loose to use it. using the skidding front wheel to 
supplement the brakes and spinning the rear wheel to turn the 
bike, shitting his weight for stability. A 250cc machine falls 
between the two camps: it has enough power to spin the rear 
wheel, but not enough to waste speed. 

Mr 

Four Cylinders, 115kg Minimum Weight 

The mosl powerful machines in this class have about 1 60hp. and are 
capable of mote than 300knvh (166mph). They are dominated by the 
works V4s from Suxukl. Honda and Vamaha 



Two Cylinders. 90kg 

With up to BObhp available. 250s can approach 500cc lap times on 
twisting tracks Because ol the half-size rules. Honda and Vamaha both 
bisected their 500cc V4s to produce 250cc twins 

IScc 

One Cylinder, 65kg 

Following the demise of the 80cc class, Ihe 1 25s stand alone Their main 
advantage is speed at low cost 



TEnm GREmun 



GREMLIN'S job of converting atl this onto 
1 6-bit hoi been mode a fol easier by 
Suzuki's cooperation, as Ian Richardson 
explains: "During every grand prix Suzuki 
puts a camera on the bike, and they send us 
the video of everything thai happened 
during the race. They've supplied us with just 
about everything we want, even down to 
the very latest photos of the bike." This hos 
holpod JerrO'Carrol, onetime employee of 
Sullivan Bluth (Dragon's Lair and space 
Ace), and the man responsible for the bike 
graphics. In foci, the only major problem 
Gremlin has foced was how to avoid using 
action pictures for pockoging and promo- 
tions with the Team Suzuki sponsors name 
on them. The sponsor is cigarette company, 
Lucky Strike. 

All the 3D polygon routines are up and 
running, and programmer CaH West has 
iust finished the last of the 1 6 track designs. 
He's been working on ihe project since 
May, although his 3D routines have been 
around for a lot longer, dating bock to his 
days with Vektor Grafix. The choice of 
polygons against sprites wasn't a difficult 
one tor him, as he explains, "You can view 
polygons from any ongle you want." The 




TEAM Suzuki's programmer, Carl West, 
used to work for Vektor Gratli before 
Joining Gremlin. He was part of tha learn 
that wrote Fighter Bomber - his only work 
lo date - providing much of the 
programming, map design and some of 
the graphics. Ian Richardson explains how 
he joined Gremlin: "He sent In a demo and 
said he'd be Interested it there were any 
jobs going. Basically, we |uat phoned him 
up and asked him when he wanted to 
start. - 
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THIS Is the Team Suzuki 500cc racer on 
which the game is based: for bike butfs, 
It's a splayed square four, with primary 
induction by reed valves through Mikunl 
carburetors, the exhaust controlled by a 
barrel-type power valve. A multiple dry 
clutch transfers power to the six-speed 
cassette-type gearbox. Lightweight AP 
carbon-carbon front brake discs and 
Michelin radial-ply tyres are also used. 



result is not dissimilar to Namco's coin- 
operated Winning Run and MicroStyle's 
Stunt Car Racer - except that Suzuki uses 
a much greater variety of viewing angles. 

Part of the decision to provide multiple 
viewpoints is due to the standards set by 
Electronic Arts' Indianapolis 500. Team 
Suzuki has borrowed the innovative 
trackside cameras and given them an extra 
twist - you can follow any bike in the race. 
The complexity doesn't stop there: views 
are available from behind or above the 
bike, a couple (front and rear) on the bike 
itself, plus a full 360 degree rotation oround 
it, with the ability to zoom in. Depending on 
the amount of detail on screen, the update 
varies between seven and 16 frames a 
second. 



PROJECT 

Team Suzuki 

PUBLISHER 

Gremlin Graphics 

AUTHOR 

Cad West 
(Programming) 
Kevin Boteson 
(Music) 

Jerr O'Corrol (Bike 
graphics) 

INITIATED 

May 

RELEASE 
AMIGA 

December 

ATARI ST 

December 

IBM PC AND 
COMPATIBLES 

Eorty 1991 
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THE MAJOR advantage ot polygons over sprites can be seen In 
this distant view of the bikes at the start ot a race. The system 
Is so flexible that you can zoom In and out, and roll the 
viewpoint through 360 degrees. 
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NO SIMULATED racing enperlence It 
complete without a grandstand and a 
crowd lo welcome you horn*. Cad 
explains how the effect Is achieved: "You 
.1151 mask random data Into the polygon. 
Normally you've got 16 colours tor the 
polygons, and that acts like a 17th. H you 
want any other effect, such as a 
semi-transparent colour, you just give ft 
another routine." 



MR 
DtSIANQS 

RACES usually 
las) lor three 
quarters of an 
hour, depending 
on conditions. An 
average speed lor 
the SOOcc race is 
I60km/n 
(100mph). 
12Scc: 90km 
250cc: 100km 
500c c 120km 

SUZUKI 

THE DIRECTOR 
in charge of the 
Suzuki project is 
Milsuo lion, the 
only Japanese 
rider ever to win 
an Isle a Man 
TT. Chief 
mechanic Simon 
Tonge, who used 
lo work as one of 
Sheene's oily 
rags', now liaises 
with the Japanese 
technical 
development 
team. Standard 
speeds lor each 
of the Suzuki 
500 s six gears 
are as follows... 

1st: 81mph 
2nd: 98mph 
3rd: 121 mph 
4th: 142mph 
5th: 156mph 
6th: 166mph 




Although Team Suzuki is mainly based 
around the Suzuki 500cc model. Gremlin 
has incorporated the 250cc and 1 25cc 
classes os well. In each category you can 
enter the full championship season, lake 
part in a single race, or go for a practice run 
on your own. Pushing, the bike >oo hard 
leads to disaster, although mechanical 
failure, an inevitable part of any simulation, 
has yet to be programmed. For the grand 
prix soason, Gremlin intends to implement 
the wortd championship points and table 
system, and may utilise the real-life track 
records to give you something to aim at. 
There's even the possibility of linking a 
couple of machines together lo provide 
head-to-head races. 

Music is provided by Kevin Baleson, 
Gremlin's resident musician, and a former 
member of a cyber-pop band called The 
Bionic TV Buddhas. Although he hadn't 



written specifically for gomes before, he 
used Amigas extensively in the band, and 
Gremlin was impressed enough by his 
demo tape lo take him on. The three-minute 
loop took him [ust four days to write and is a 
kind of Starsicy And Hutch theme tune 
remixed for the 90s. 

The future for Gremlin isn't all racing, 
although it has got Celica GT4 Rally and 
Super Cars 2 in the pipeline, and has just 
released Lotus. Projects for the coming 
months include work on a variety ol 
consoles, Switchblade 2, and a mo|or 
licence (Project H) due forreleaseal Easier. 
However, what looks like being one of 
Gremlin's most impressive products to date 
(currently under wraps) is Projecl L - H 
won'l be released until the end of next year, 
but it's already looking pretty special. 
Watch this spoce. 



THE BIKE IS 
controlled using 
the mouse: H takes 
time to get 
accustomed to tt, 
but the result Is 
greater flexibility, 
as Carl West 
explains: "The 
joystick Is nowhere 
near as good. I had 
a bash at doing It, 
but it )ust leels 
completely dead 
and you veer all 
over the track, 
especially when 
you're trying to 
negotiate 
chicanes. " He still 
hasn't decided 
whether or not to 
Implement collision 
detection with 
obstacles beyond 
the track limits 
(such as buildings 
and bridges), 
simply because the 
bike may not be 
allowed to leave 
the track. 




TV CAMERAS are positioned at trackskle 
locations and can be programmed to 
follow any rider In the race. It there are 
any spectacular crashes, or you |ust want 
to revel In your own skill, there's also an 
action replay option. 




THE NEXT Gremlin race game is Celica 
GT4 Rally, endorsed by Toyota and due 
tor release at the end of November to 
coincide with the Lombard rally. It 
Features 30 stages In all weather 
conditions and Is, as Ian Richardson 
explains, "an attempt to almulate proper 
rallying." 
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SUPER FAST 3D ACTI 
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D Dream 

I had this dream one night about 
table with everything in front 



"THIS ii a shot Irom Ihe real game which more or less 
replicates Ihe original sample. Originally I was going to put nice 
lillle nets m loo, but this would add about 120 points and 
SO-plus lines to the maths and plot routines. This would slow 
the game down a lot but add very little to the gameplay." 





-THE ORIGINAL digitised image l sampled from a TV snooker 
competition around June 1988. Obviously I've retouched it 
slightly to improve edges etc." 
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"THIS Is one ol the four types ol debug readouts I use. This 
one shows the pocket mouth highlighted with all its relevant 
data printed up." 





WQHK IN 




ARCHER Mocloan soys this sitting in The 
One's cupboard-like playroom, idly toying 
with the ST's mouse. On screen a myriad ot 
25Hz polygons spin around in the shape of 
a snooker table. Upon this fully shaded and 
shadowed balls cannon off eoch other. This 
is 3D Snooker. 

A dream come true. 

Unfortunately Archer's dream was way 
back in 1982 when the home computer 
technologies of the day weren't really up lo 
supporting such a vision. He had a while to 
go honing his own skills as well on such 
memorable products as Dropzone and 
International Karate. It wasn't until Archer 
was nearing completion of IK+ and had a 
chance to experiment with o video digitizer 
that his dream started to become o reality. 

"I was mucking around freezing pictures 
of Terry Wogan and stuff like that. The 
World Snooker Championships was on al 
the time and I got this great picture of o 
comer shot - it was a rool close up. On top 
of the balls were four frame window 
reflections and everything about it was 
jusl_ so greot. After o bit ot touching up of 
the original image I thought, 'I could do a 
game like thof . I showed it to o few people 
and they said, 'You'll never do it'. With IK+ 
in it's final stages there wasn't too much I 
could do about it. And then, lo and behold, 
Nik Polling brings 3D Pool out. He hod all 
sorts of fancy stuff, with 1 6-colour shaded 
balls, all done on an Archimedes. I thought, 
'Ah shit, back to the old drawing board'. Bui 
when it come out on the ST and Amiga I 
thought, 'Oh, there probably is still a market 
for ir. That's when I decided to get realty 
stuck in. I've been working on it over 1 2 
months, on and off." 

Despite being Archer's first foray into the 
woHd of polygon graphics. Snooker really 
is very fast - alot faster than many other 3D 
products. Does he think that other author's 
have take a sloppy approach to their work? 

"I would soy other people are doing iheir 
own thing. Now I've got a 3D imoge here 
which has a 1 56 lines, 69 polygons ond 96 
points, which is not on awful lot. If you 
consider something like Elite or whatever 
it's got o whole universe lo simulate. There 
are also polygons and objects mode up of 
polygons, all with their own intelligence. A 
snooker lable is a closed environment, ond 
taking that into mind there are certain 
optimisations I'm able to make. I would say 
that the maths, the line clipping ond point 
clipping are all areas that were targets for 
optimisations specifically because it's o 
snooker game. My own method of polygon 
clipping is, as for as I know, original and 400 
per cent faster than any text book method 
I've seen. I could re-orientate the system to 
do other things, to be more general, but it 
wouldn't be as efficient." 

To date Archer has tackled all of the 
technical problems lo do with displaying 
and maintaining his 3D Snooker universe. 
The only trouble is there's no computer 
player to pot shots against. It's this problem 
lhat's going to being of major concern over 
the next couple of months. Many different 
opponents ore on the cards, each of Ihem 
employing their own particular style. 
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COMPATIBLES 

Mid 1991 



CUE BUMEYI 

POP SUPREMO 
duo Chai And 
Dave hit the charts 
with Snooker 
Loopy, their very 
own dedication to 
the sport featuring 
the vocal talents ol 
many green baize 
champions. There 
was a verse about 
Wiggy' Willie 
Thome's bald head 
and the chorus 
went (something) 
like thie... 

Pot the ied 
Then screw back 
For the yellow, 
green, brown, blue, 
pink and black 
Snooka loopy nuts 
are we 

We're all snooka 
Loo-pyl 

ITS a statistically 
proven tact that 
women often 
watch Snooker to 
ogle the male 
players' behind!. 

FAMOUS snooker 
players seem to 
attract nicknames 
like files. Among 
the more famous 
ot Iheso are Clitt 

The Grinder' 
Thorburn, Alex 
'Hurricane' 
Hlggins, Steve 

Boring' Davis and 
'Lightning' Jimmy 
White. 
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AMONG the many iooIb available lo the 
budding Steve Davis Is the very handy 
directional aid. As you aim the cue ball 
the dotted line shows the predicted path. 




JUST ready tor a 
tasty double 
cannon. Using the 
icons on the left all 
manner of different 
shots are playable, 
the player able to 
add top or side 
spin with ease (and 
a little chalk). 
Unlike previous 
Snooker 
simulations, the 
type of shots 
playable are limited 
by the placement 
ol the white. As In 
the real thing, II 
you are hard up 
against a cuahion 
then top shots are 
the only options. 
And it you don't 
use the blue chalk 
often enough you 
are due for a 
miscue. 



A GREAT strength 
of 3D snooker Is 
the user-friendly 
front end, offering 
a plethora of 
different views lo 
the player. The 
virtual camera 
moves in a way 
highly reminiscent 
of more expensive 
commercial 
computer graphics. 
Archer spent 
plenty of time to 
trying lo achieve 
similar perspective 
distortions to a TV 
camera and has 
managed to create 
highly fluid and 
believable 
environment 




EVEN when 
displaying highly 
processor-Intensive 
screens such aa 
this large-balled 
one, 3D Snooker 
hardly ever drops 
below a very pacy 
17th of a second 
refresh rate. During 
normal play the 
frame rate is 
mostly 25hr. 



PLL ABOUT ARCHER 

ARCHER MACLEAN'S first ever work was a computer 
scoring system developed in conjunction with Atari UK for 
ITV's Worid Of Sport. "A.t the time they were using systems 
costing 1 0 - 20,000 quid. We came along and said, 'No. 
we can do you a scoring program that looks justasgood as 
what you're using now hot costs nowhere near the price of 
your current system'. I was sitting on a riverbank 
somewhere up in Wales, two orthree years running, doing 
the World Canoeing Championships. You'd sit •here with 
the director in one ear and the camera guys "r *he other 
ear. All of o sudden the TV director's saying 'Pight, top 1 0 
scores with differential times - NOW!' Ifs live TV and if 
you make a cock-up, like press the escape key or 
something daft like that, all hell's let loose because all of 
sudden there's an Atari DOS screen going out all over the 
country. It was quite nerve-rocking." Soon after Archer 
teamed up with US Gold to bring out Dropzone, an 8-bit 
smash hit shoot 'em up that stormed the charts in 1 985 and 
went on to sell by the bucket-load in compilation and 
budget form. Since then, IK + has more than distinguished 
him in the 1 6 bit marketplace. So what next? Obviously 3D 
Snooker's of top priority. Due to Snooker's total lock of 
popularity in the USA, Virgin has also commissioned o 
version of Pool for the American market which will keep 
Archer busy until early next year. After that there's the 
chance of a project tentatively titled I ndest ructabubble, 
plus a game design currently being considered by a major 
American arcade manufacturer. 
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H's FASTER 

m - hold :nc "inc or plough the 



AMSTRAD 
COMMODORE 
SPECTRUM 
CRM AMIGA 
ATARI ST 

T/ ITO 



OCEAN SOFTWARE LIMITED ■ 6 CENTRAL STREET ■ MANCHESTER ■ M2 5NS 



CHASE HQ II 
Special Criminal 
Investigation 
• continuing where CHASE HQ 
left off. The Arcade thriller takes you from 
the bright lights of Paris to the rugged terrain of the Sahara. 
Your mission is to track down, chase and apprehend the 

dangerous criminals. 




It's TOUGHER 

the criminals wield some heavy 
hardware - but so do you! You can 
shoot but you must dodge their flak... 
heavy gunfire, trucks unloading their 
cargo onto your bonnet... it's the 
meanest pursuit game to hit your micro 

TEL: 061 832 6633 • FAX: 061 834 0650 



52 



THE 
QNE 



NOV 
1990 






Flight Of The Intruder takes you Into the deadliest air combat environment the world has ever known 
- the skies above North Vietnam. 

In I972, the USAF launched Operation Linebacker. US lorces and their South Vietnamese allies are 
locked in a life and death struggle with the fanatical North Vietnamese Army. You must stem the tide 
of the North Vietnamese offensive by cutting Its vital lifeline to its front line troops. 

From the US Carriers in the Gulf of Tonkin on "Yankee Station", you must attack a variety of 
installations defended by surface to air missiles and the MiG fighters of the skillful and determined 
North Vietnamese Air Force. 

Only team work will get you back allve.The "IRON HAND" flights must destroy or suppress the 
surface to air missiles whilst Combat-Air Patrol aircraft circle high above the strike force looking out 
for enemy dlra^^Unallv. the strike aircraft must find and attack the largel braving .1 hail of small 
arms a nAfgHH^^^feJIerv 'f i re al low level. Individual survival is not the only measure of success, 
it i^aU^^^^^^^I ^^Hp*;i as a whole that counts - there is no place for seekers of individual glorj 
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Choose between two ot the best aircraft that ever flew.The M 
Phantom is last, powerful and equipped with highly advanced 
avionics. It is so flexible that it can perform any type of mission. 
The A 6 Intruder has the first oil weather computer operated 
weapons guidance system (WANE) and on outstanding weapons 
load, both hove stood the test of time and ore still in service. 

: Up to 8 friendly and 4 enemy oircrott on screen simultaneously. 

2 different aircroll accurately simulated. I different roles: MIGCAR 
IRON HAND, or STRIKE. 

; Realistic mission environment with enemy artificial Intelligence. 

| Switch between friendly aircraft in llighl. 

Carrier take-off ond landing with MEATBALL' landing aid. 

<§) In-flight radio messages with radio message queueing system. 

® View from all aspects and 14 in cockpit views. 

: Large numbers of mobile torgels including trucks, trains and 
barges. 

■ ; Realistic terrain taken Irom contemporary operations mops 
including Hanoi, Haiphong and Than Hoo 




■•[•• Instant "Quicksort' option. 
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928 1454 FAX 01 583 3494 
£'l990Miirorsol! Untiled 
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Python Productions 1990 
i Virgin Mastertronic Limited, 16 Portl 



and Road, London, W1 1 4 LA 
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Gary Whitta goes back t<r 
with The Bitmap Brothers. 



THERE COMES A TIME in every 9port that, when the stakes 
get too high, corruption raises its ugly head. Such was the 
case with Speed ball Once the most popular sport in the 
galaxy, corrupt players, managersand promoters willing to 
throw a match If the price was right broughUhe game into 
disrepute. Speedball's organising body promptly pulled 
the plug on the sport - much to the annoyance ol its 
millions ol avid fans. 

But now it's back by popular demand, fhe rules have 
been changed to allow less room for chesting, the scale of 
the game increased and the rules more.vfolent to draw m 
bigger and more enthusiastic crowds. Now the pitch is 
bigger, there are more players to a team, more extra 
features, more weapons, more strategy, and more... 
Speedball. 

May the best man win. 






REVIEW 



SPEEDBALL II 

The Bitmap 
Brothers And 
Image Works 

ATARI ST 
PRICE £2499 
OUT November 
GRAPHICS 95% 
SOUND 90% 
PLAYABILITY 95% 
VALUE 91% 

OVERALL 



94% 



AMIGA 

PRICE £24.99 
OUT Late 
November 

IBM PC AND 
COMPATIBLES 

PRICE £29.99 





I WSTOWT 
E XU IB ITIOI1 
LEAGUE 



PR n C T I C E 




style cat*( tor avory 
r. The Instant Match la 
tor those who just want to get out there 
and do ft. pfttlng you against a 
randomly-generated computer team or 
another human In the Exhibition Match 
It'* the tamo story, except you get to play 
against any one of the 16 computer teams 
In the league. For the mora serious 
contender, there's a League (as In the 
original) and a World Cup-style 
tournament. Flnat>'y, mere's the Practice 
Match, wtvre your team takes to the pitch 
without any opposition, allowing you to 
brush up on tactics and techniques. 







WHATEVER (ha typo ot mulch you play, a trip to the Gym Is 
compulsory before you are allowed onto the pitch. Mere your 
players don't actually l fain as such instead they are killed 
out with tougher pieces of armour that Dump up their statistics 
There are eight pieces In an, one lor each statistic, and the 
mora armour that's loaded on. the more proficient the player 
becomes In that department. Financial restrictions (armour 
COStB hard cash) and a limit ol 250 point* prsveni you from 
getting carried away. buJ it's possible to kit out groups of 
players or even The whole team with the same goaf 
simultaneously. II you ara realty Mopuless. an Automatic mode 
divides your cash up between the prayers and fits them up as 
best ft can. ^ fcjHWB Kjll 

AND SO It's onto » 
the pitch for lha M 
! real action. Forget* 
the crusty o*d 
ehoebox' - 
limitations 
Speedbell. Now I 
pitch is 1 
screens wide, t 
screens long 

scrolls in.ajpjy 
directions and - 
with nint -rt-tida ."- 
teams, Dial extra £*, 
space le needed — 
One thing that « 
hasn't cfianoed le 
the basic objective *- 
score mora goals '■■ 
than your ^ 
opponent withtn ~- 
the time limit by ^Tt 
whatever means 
necessary. 






HERE'S WHERE rt all happens - the 
Speed ball stadium, as seen before every 
ma|or game. The crowd roars, klaxons 
wail, and then it's down onto the pitch lor 
some serious kicking. 





WHEN A TACKLE takes place, the victor Is decided by comparing the tackler'a Attack 
rating and the vfcfmVe Oefence reling, and evaluating the type of tackle made. For 
example, a sliding tackle Is likely to be more affective than a standing punch. The 
direction of the tackle is also an important factor. Corneas your man deed-on and he's 
reedy for you but It you take him from behind (honkl) he ieon t know what Ml hlmt 



IN ADDITION to the expended size of the 

ena there are now six Warp Chutes 
(portBH hi the side walls used to swap the 
bell from one side to the other) instead of 
two. It's possible to throw the bell In one 
end here it returned not (ust on the other 
but from another chute altogether! 




BONUS Points are on offer for 
sharpshooters Two sets of five target 
bumpers, one for eech team, are 
strategically placed In the side walls on 
some pitches, and bouncing the bell off 
them awards bonus points- Hit all five 
targets In sequence, Pinball-slyle. and a 
super*bonus IB yours 




WALL FEATURES add some nitty twtsli 
- the action. They look like harmless domes ■ 

set Into the walls, but bounce the ball off 
one and it bestows special powers V Ji 
provided it's kept on the move, Lethal 
Bounce has the effect of electrifying the 
ball, making it safe for the team that 
activated It but deadly to the opposing 
side. With the ball energised It bowls right 
through the other team - not even trvr 
keeper Is safe) But beware: if the ball 
stops dead on the pitch, It loses Its 
energy and la back in play to the other 
team. 






GOALKEEPERS now play a much more active part in the proceedings they can 
travel across the whole screen area instead of being atruok on Ihetr line. Improved 
intelligence means that, while not under your control, the keepe r puts hlmeell in the 
best position lo protect the goal. He also has the ability to catch the ball and throw it 
out and to punch it out of the goal area. 
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■■■■ The original Speedball is regarded by many 
[*w J asabitofamixedbag.lt'stremendousfunto 
I f* J play, attractive lo the eye and has lots of 
■■■■ original touches, but at the same time you 
couldn't help but think that something more could have 
been done with it. In creating this sequel. Bros has very 
wisely left intact everything that made the original great 
- primarily the basic premise of the gameplay - and 
oxpanded and improved everything that didn't work too 
well or was missing. The most notable improvement, 
the size of the pitch, opens up a whole new world of 
gameplay and strategy, with the ability to make long 
passes, cross-court throws, and develop more elaborate 
tactics. The extra pitch features, particularly the Double 
Playheld ramp, also serve to make matches more frantic 
and enjoyable without distracting you from the overall 
objective. Both Management and Gym sections are 
welcome additions (one of the things that most 
Speedball players asked for was more flexible control of 
the teams) and, for once, do have a noticeable effect on 
the game itself - just try buying one of the Star Players 
and see what happens! Dan Malone's stunning visuals 
give the whole thing the polished look it deserves, and 
presentation is flawless, right down to the wailing sirens 
of the Medic Droids as they transport an injured player 
off the pitchl Speedball II is a tremendous improvement 
over its illustrious predecessor. You simply cannot do 
without it 

□ With 32 colour graphics and enhanced 
sound on the cards. Amiga Speedball II 
promises to be marginally more impressive 
than its ST counterpart. 

Relax, PC fans. It's coming, and every major 
graphics and sound card is to be supported. 
You just have to wait a few months, that's 

all... 



PC 



TOKEN GESTURES 

AS IN the original, bonus tokens pop up at random times 
and locations around the pitch, creating all manner ol 
helpful affects . Cons provide cash for the team s coffers 
(invaluable for buying and training players), while 
lettered tokens do all the dirty work - temporarily, 
anyway. 

SLOW makes the pitch like molasses (or the opposition. 
FREEZE brings (he other team to a standstill 
REVERSE does just that lo your opponent's joystick. 
GRAB gives (he ball, regardless of its position, to the 
player who collected the token. 
BOOST increases your energy level. 
SHIELD protects you from enemy tackles. 
TRANSPORT acts like Grab but gives the ball lo your 
attacker nearest the goal. 

TIME OUT halls play, allowing you to substitute a olayer. 

ZAP knocks over all opposing players. 

SHUT boosts you defenca by closing your goal doors. 

MANIC boosts every players' statistics lo maximum 

power 



ant* 




THE COMPETITION'S OVER 
AND HERE'S THE WINNER 

Andreas Brehme scores the winner, World Cup Final, July 1990. MicroStyle 

introduce the winner, Autumn 1990. 




Italia '90. Italy 1990. World Cup Soccer '90. Thanks for the 
memories. The world's greatest game, brought to your small screen 
for a month. Now it's time to stand out from the crowd and sprint 
onto the pitch - Where the real action happens. 



Tackle hard for the ball, deep in your own half, and send an Inch-perfect pass wide to Ihe winger. As he 
takes on the full-back, you're sprinting down the middle, screaming for the return. 

The ball swings across, high above the defence, as you stretch your legs to their limit. One bounce and you 
let fly with your boot as the goal looms before you, sending the ball fizzing towards the top corner. 

International Soccer Challenge is viewed from the players' perspective at pitch level, giving you fast-flowing 

three-dimensional action ihat you control as you wish. 



- Play in position as a goal-hungry striker, 
mldfleld general or unshakable defender, feeding 
off the passes of intelligent computer aided team- 
mates. 

- Dictate the whole pattern of play, utilising 
teamwork to perfection by controlling all eleven 

men. 

- Take charge of intricate set-piece moves from 
throw-Ins, corners and free-kicks. 



- Play In the World Cup Finals or as a member 
of the top sixteen Club sides from around the 

globe. International football as it is played for real. 

- International Soccer Challenge. It will make 
Gascolgne weep with joy, get Marradonna excited, 

and have Hullit tearing his hair out. 

AVAILABLE SOON FOR YOUR COMMODORE 
AMIGA, ATARI ST AND IBM PC COMPATIBLES 
FROM ALL GOOD SOFTWARE STORES. 



INTERNATIONAL SOCCER CHALLENGE FROM 
MICROSTYLE - IT'S A WHOLE DIFFERENT BALL GAME ! 



v r- 
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STANDING in the 
wsy of your 
map-making 
activities are 
puzzkta galore, 
largely taking the 
lorm of 
manipulating 
switches across 
the current world. 

The switches 
Interact with each 
other In certain 
ways waiting to be 
discovered. 
Switches do all 
manner of things, 
Including activating 
lifts, re-ananglng 
the landscape and 
causing outs to 
appear. On the 
panel at the 
bottom of the 
screen there's ■ 
hint box thai 
flashes Iconic 
clues regarding the 
type of buttons you 
should be 
pressing. 
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SPINDIZZY 
WORLDS 

Activision 



PRICE £24.99 
OUT Now 
GRAPHICS 90% 
SOUND 81% 
PAYABILITY 90% 
VALUE 83% 

OVERALL 

88% 



■A 



PRICE 
OUT 



£24.99 
Now 



IBM PC AND 
COMPATIBLES 

TBA 



Spindizzy worlds 




HERE THEY ARE. The two world-heavy 
clusters aching for some good hard 
exploration. It's quite a task and 
apparently there's easily four hours of 
solid gamepiay sitting there. For anyone 
vaguely familiar with Spindizzy. ft-brt 
precursor to Spindizzy Worlds, there's 
over three times as much land to be 
mapped here as there was. before. 




Gary Liddon gets in a right old twirl 
with the 'sequel' to Paul Shirley's 
Marble Madness-inspired classic. 

MAPPING out a cluster of planets. What sort of thing would 
you use to do that? A round thing? A square thing? A 
inverted tetrahedron thing spinning on its nose would be 
quite good. And you could call it GERALD (which could 
stand for something like Geographical Environmental 
Reconnaissance And Landmapping Device). Yes, that's it. 
That's the thing. 

There are other things you may meet along the way. 
Round things. Square things. All of them bad things. There 
are some puzzles to solve too. Now what sort of things will 
you use to do that? 



ALSO causing a bit 
of a headache Is 
some of the tricky 
terrain to traverse. 
Author Paul Shirley 
has designed some 
total stinkers he 
must have been In 
an absolutely 
terrible mood when 
he was knocking 
these out. You will 
probably end up 
cursing his name 
with gay abandon 
but that doean't 
necessarily mean 
you are a bad 
person. 




IT'S WORTH Keeping sn eye on the energy bar on the left hand 
side of the screen. Jewels are scattered about eech world so 
collect them and bump the Energyometer. Once you get Into 
the Spindizzy way of Literal thinking (basically sadistic 
hedonism) you should start discovering the many bonus 
worlds, each of them overflowing with energy-laden jewels. 




APART FROM the puzzle aspects to hinder and harass 
throughout your exploration of Spindizzy Worlds there are a 
few aliens to contend wllh. They are none too clever though 
and are easily avoided once you get to grips with the 
technicalities of the control method. Mind those pyramids, 
missus! 
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SOME WORLDS 
have icky alime all 
over the shop. 
Guido your 
tetrahedral 
cartographer over 
a slimy square and 
you travel at a 
speed popularly 
known at a 'snail's 
pace'. 




THERE'S A VAST ARRAY ot stuff tying 
around the floors of Spindizzy Worlds. 
Arrows push GERALD In the direction they 
point giving you little choice ol where to 
go. Needless to say. the worlds chock full 
of these squares have a habit of dropping 
you Into very nasty situations 



SPIN YOUR CHIN! 

Thanks To Activision 

DON'T GET IN A SPIN! Act/vision is offering 10 
copies of Spindizzy Worlds on the ST ot Amiga 
to the lucky winners of this super compettooa All 
you have to do >s correctly answer the three 
spin-retaled quesbons below, and bung your 
answers on a postcard or the back of a sealed 
envelope addressed to I'll Have To Ask Jimmy 
About That One. The One, Priory Court. 30-32 
Famngdon Lane. London ECtR 3AU The Irst 
10 correct entries pulled out ol the hal after 26th 
November 1990 win their senders a copy of 
BpMfcH Worlds Anddon'tiorgettoteiiusHyou 
own an ST o* an Amiga! 

THE QUESTIONS 

1 ) How long does il take the Earth lo spin 
once on its own axis? 

A) 365 Days 

B) 24 Hours 

C) A Week 

2) Which one of these playground 
attractions spins? 

A) A See-Saw 

B) A Roundabout 

C) The Swings 

31 What was Paul Shirley'sprevious 16-tnt 
game? 

A) Warhead 

B) Quartz 

C) Damocles 



The mUdt's derision Is final, and no corraapon- 
Oanca will M antarad Into. Employe** ol EMAP and 
Actlvtalon. thalf frianda and retatlvaa are rwl allowad 
to anler. 




LOST YOUR WAY? Don't dismay. The map s your answer. Now 
you can see the whole level before you from a Captain 
Blrdseye view. 



MIND THE LIFTS! Sometimes activated by switches, the lifts go 
up and down, taking GERALD to dizzy new heights (or depths) 
M he's on one. 



ST 



it's a sort of arcade puzzle thing really. This 
doesn't sound very specific, but it's hard to 
sum up something as unique as Spindlzzy 
Worlds. The greatest thing about Spindizzy 
Worlds is how it works so well on quite a few different 
levels. At first your main concern is the control of 
GERALD and mastering all the digital dexterity needed 
to keep him in play. After that you are introduced to the 
fairly simple puzzles, and then, when you get the hang of 
binary switches and lifts, you have to cope with some of 
the more advanced problems. At first it isa little hard but 
the Easy Cluster's nine world's provide an simple 
backdrop to get used to controlling GERALD. After a 
while you soon pick up the skills needed to get down to 
some serious exploration in the Hard Cluster. 
Surprisingly enough, the left-right flick screen display 
employed isn't the wind up you'd expect. Once you get 
into it all you just stop noticing what is at first a highly 
annoying video trick and end up getting well stuck in. It's 
great. You'd be more than a bit dizzy to miss it 

Unlike the majority of Amiga developers 
converting from their ST originals, author 
Paul Shirley has taken full advantage of the 
Amiga hardware and replaced the ST 
flick-screen presenta'ion with full directional scrolling. 
What's more, clever programming tomfoolery by Paul 
gets the Amiga version zipping along oven faster than 
the already speedy ST version! 

The PC incarnation will probably be very nice 
indeed if it ever happens. There was a strong 
possibility that Mark Roll, author of the 
excellent PC conversion of The Sentinel, was 
up for the job, but after Activision's trouble t mill the 
future of PC Spindizzy Worlds is a bit value and hazy. 




PC 
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Graap tht control* and eater the awesome 
three-dimensional world of the S. T.U.N 
Banner . Travel ahead In time to the 8 1 ft Century 
and experience the thrill* of racing it ipeedi of 
ore* 900 miles per hoar! 
ZxMiarating.... Challenging. The 8.T. U.K. Tunnel 
network ) eaves y oo g>a ping. Like a bobaled race you can 
Increase your speed try riding the outer walla of the tunnel. 
Blast armoured drones and Mag Cycles out of your way and hit 
the boost pads for massive 
injections of speed. These catapult 
you to warp-speeds - so fast that you 
appear transparent and can even 
pass through enemy 
vehicles unharmed. 

Complete the various challenge 
screens and race through the 
8.T.U.BT. Hetwork towards the 
Ultimate Challenge'. 




NOV 
1390 



Available an DM PC 3.B' & 8 .89 Atari «T, Aml^a, Commodore M (cuaMtM, dlik) Anitrtd (euMttt, fllik) tjxctrnm -S, Spottrum U1U 
Pro|tanunmBd by: Tha Kr a telle 

• 1 MO niQIinC AUrHdUranrr.il " Alarl Oamai Co nuiritioa 

PmbUih.«bTlfct.«* UA.I^1«mi,*^ rMPC(10A)t«.«W.*. 
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COVERT 
ACTION 

MicroProse 

IBM PC AND 
COMPATIBLES 

PRICE £39.99 
OUT December 
GRAPHICS 81% 
SOUND 80% 
PAYABILITY 91% 
VALUE 79% 

OVERALL 

88% 

AMIGA 

TBA 

ATARI ST 

TBA 



"If Sidney 
Reilly is the 
ace of spies, 
then a new 
card is 
needed in 
the deck for 
Max 
Remington." 

Bruce Shelley. 
Covert Action 
Manual 
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An oocnt has idcnfciftcd tins agent os 
rccicuinfl telegram: Intend Si 



l-lp-- 




0V 


fOI'lU 



inter t el Si signed For by Omar rudal. 




BEFORE each mission the Chief of 
Security provides the tew clues he has 
been able to uncover. From these you 
should be able to discover a starling point 
lor your investigation, usually at an 
organisation s headquarters or an agent's 
hideout. Phone-tapping or break-Ins are 
the beat ways ol gaining turther 
information at tlrst. 




Not all spies and secret agents lead 
glamorous lifestyles. As MicroProse 
reveals its official secrets, Paul Presley 
goes in search of the truth. 

DESPITE POPULAR BELIEF, the CIA is not filled with 
world-saving, gadget-wielding supermen. The closest they 
have is Max Remington, freelance agent . Man is called In 
only the biggest jobs, the jobs commissioned by the 
President himself. 

Covert Action has 26 jobs', each controlled by a different 
criminal mastermind and comprising a varying number of 
crimes. Although your immediate task is io solve the crime 
at hand, you must always keep in mind the bigger picture 
and be looking for a way to arrest Mr Big. 

The crimes are solved through four sub-games: 
code-breaking, car chases, phone tapping and break-ins. 
Thoughtful use of each one helps to uncover clues as to 
what thecrime is. what criminal organisationsare involved, 
what their respective roles areand where they can be found. 

However, things are never as simple as they appear and 
the enemy is always on the movo, plotting and scheming. 
One wrong move on your part could cause a key suspect to 
go into hiding and the case to fall to pieces. 
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THE CIA's data section Is capable of 
providing background information on any 
of the suspects, organisations, countries 
and so on. You can also check over 
whatever clues you pick up hero, linking 
them to other Information gathered to see 
If any connections suddenly crop up. 
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THE 

INTELLIGENCE 
section is where 
Sam is based 
Acting as your 
right-hand man ha 
can usually keep 
you on the right 
track by 

suggesting what 
your neit move 
should be, from 
bugging a possible 
hideout to 
arresting a 
suspect. Scanning 
the local or 
International 
newspapers and 
police reports Is 
also advisable. Be 
warned though: 
ensure you have 
enough evidence 
or you won't be 
welcomed back 
Into the building. 
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THE FINAL section In the CIA is the 
Crypto Branch. Any secret messages that 
are Intercepted are usually In code. This 
takes the form of a simplistic process of 
letter substitution (one letter tor another). 
After being given the letter 'E' (the most 
common In the English language) and 
counting the number of times each letter 
appears you are left to work out I he rest. 
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Action 





EVERY GOOD spy thriller has ■ car chaso 
and this on* It no exception. Car chases 
can be used to arrest a suspect or to 
follow them to their hideouts. Two cars 
are chosen lo trail the target (Judged on 
speed and conspicuously') and proceed 
to lollow him around a large map ol the 
city. A bit of strategic thought Is needed 
here It you are trying to arrest the suspect 
as you have to (Ind a way to make both 
cars touch, usually by using one car to 
slay behind him while the other tries lo 
take another road to cut him off. 



THE OTHER WAY to arrest a suspect Is fo 
break into his hideout and snatch him at 
gunpoint. This can also be used to gain 
Information through the use of bugs and 
photographs. Up to five pieces of 
equipment can be taken, ranging horn 
Uzls and Kevlar armour to motion 
detectors and fragmentation grenades. 
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ONCE INSIDE you are given a 
room-by-room map of the building. Plants, 
tables chairs and so on can all be bugged, 
while safes, filing cabinets, desks and the 
like contain documents for photographing. 
Furniture Is also handy tor hiding behind 
when the guards discover your presence. 
Max can always duck, jump, grapple or 
even disguise himself as a guard in order 
to escape. 



ONE OF THE 
easiest ways to 
gain information Is 
by tapping the 
suspect's phone. 
Gaining access to 

the telephone 
circuit board you 
cut oft the electric 
current flowing to 
each phone. The 
flow Is diverted by 
swapping the chips 
around until it can't 
reach the phones 
lines. There are 
also alarms that 

the flow must 
avoid otherwise 
the guards are 
alerted. 
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The usual doorstop size manual welcomes 
you to Coven Action, indicating (hat a lair 
amount of reading time is in order before 
you are likely to get anywhere. Thankfully 
this is made easy to read by the additions of 'The Max 
Remington Story' and the reports on real-life espionage 
that crop up at relevant points. The four action games 
within are fairly easy to master - knowing when to 
implement them and what to make of the clues revealed 
is the tricky part. However, you are rewarded with a 
certain feeling of pride once enough evidence is 
gathered to piece together the crime, rather like reading 
a whodunnit and managing to figure out the killer's 
identity before the final page. Apart from a fairly 
simplistic look, practically everything is up to the 
h igh-class standards expected fromMicroProse, and it's 
only after really spending some time with it that you can 
come to appreciate the work involved. Ultirnatoly Covert 
Action is a highly entertaining and very involved 
venture. It's a perfect way of spending a lazy Sunday 
afternoon. 



MicroProse is, at present, unsure as to 
whether there will be a conversion, If one is 
produced, it certainly won't be appearing 
until late next year. 

Details of the possibility of a conversion to 
this machine are also vague. Again, if 
anything does happen, it won't be released 
until late next year. 
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A NEW DIM 
SOCCER SIN 



ST ACTION - The best game ever 10 grace the ST. Highest accolade 
lean give. 

AMIGA USER INT - The best computer game ever 97% 
THE ONE - Ultimate soccer simulation 96% 
THE ACE • Brilliant Buy. Buy. Buy 930. 

AMIGA FORMAT- Best footy game to have appeared on any machine 
ST FORMAT - What a game! Gem to play Magic. 90% 
C Sr VG • Championship winning material. 95% 
GAMES MACHINE - Probably the best sports game ever. 92% 
COMMODORE USER - No other footle game can touch it. 90% 
AMIGA ACTION - Surpasses all other football games 93% 
POPULAR COMPUTING WEEKLY - Nothing short of brilliant 
NEW COMPUTER EXPRESS • Computer football event of 
the year. 



- BLISTERING PACE 

- PIXEL PERFECT PASSING 

- SUPERB TACTICAL 
GAMEPLAY 

KICK OFF 2 greatly enhances the gameplay of KICK OFF, winner of the THE GAME OF THE YEAR in the 
U.K.. and similar awards right across Europe. A host of new features have been added to the ones that 
enthralled players the world over. 

- Full size mukJ -directional scrolling pitch with the players, 
markings etc In correct proportion. 

• 1 to 4 players option. (Amiga and ST only) 

• 2 players TEAM option against the computer or 2 other players. 
Hundreds of players each with a unique combination of 
attributes (stamina, pace, etc) and skills (passing, shooting, 
tackling, etc) 

• Instinctive Kick Off Joystick controls to dribble, pass, shoot, 
head or chip the ball and do sliding tackles. 

• Set piece. FREE KICKS Including dummies and the ability to dtp 
the ball or bend the ball round a defensive wall 

- 9 types of comer kicks with fuQ control of shot power. Long 
and short throw Ins. 

• Team selection from a squad of 16 with substitution and a 
choice of tactics. 

• League and cup competitions with Extra Time, Injury Time 
and sudden death penalty shoot outs. 

• Facility to view, edit and save the Action Replays and create 
a Golden Shots dlsc.(Exd. IBM & CBM 64) 

- Facility to load Player Manager teams and tactics for a single or league game. 

• Red and yellow cards, 1 6 different referees. Injury time and a host of features to create an atmosphere for a game which Is 
real fun to play. 

An International class player takes charge of a third division dub as Player Manager. His brief is simple 
-Bring Back The dory Days. 

His success depends on his playing skills on the pitch and managerial skills in devising wiririing tactics, 
aquiring the right players from the transfer market and building a team worthy of the highest honours. 

• Unique facility to design and Implement your own tactics. 

• Over 1000 individual players, each wtth a unique combination of attributes and skills 

• A lively transfer market. Haggle for the best deal. 

• 4 division league and a cup tournament wtth sudden death penalty shoot out. 

The Player Manager brings the every day realities of a manager's life, his talents as a manager and a 
player, his triumphs andnis failures into a sharp FOCUS. 

ST. ACTION A stroke of pure genius. 

THE ONE - An exceptional football management simulation, Astounding depth- Most Involved, rewarding and playable 
THE ACE - Successfully blends challenging soccer management wtth frantic end to end arcade action. 920 
NEW COMPUTER EXPRESS - The sheer depth is incredible A definitive management game. 
COMMODORE USER • At last a management "game that requires 

true management skills - a winner. 94* AMIGA - ST £19 99 

ST FORMAT Brilliant 93% 
AMIGA FORMAT ■ EnthralBrttf. and addictive 93% 
ZZAP - Best football management game ever written. 
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94% 



AMIGA & ST £19.99 EXP. AMIGA £24.99 
IBM (AT & XT Turbo, EGA & VGA) £24.99 
CBM 64 - SPECTRUM - AMSTRAD £9.99. £14.99 






7 



IMENSION IN 
SIMULATIONS 



THE FINAL WHISTLE 
Amiga - ST £12.99 m .Nov.) 




Raises the skills required and gameplay of KICK OFF 2 to 
new heights. 

Two extra kits. ^^^r 
Look at any player stats, (attributes and sklfl) before selecting squad. 

Totally new comer kicks with full control of the power, height and trajectory of 
the ball. 

Enhanced throw Ins and penalty shots. 

Provision to flick the ball In the air and do a blinding header or a spectacular 
overhead kick. 

New two players team mode. Player 1 In position or nearest to the ball and 
player 2 In position or keeper. 

Linesmen and referee on the pHch. 

A new player attribute FLAIR. A player with a high level of flair wifl try a solo 
attempt at the goal. 

4 new pitches - Wembley • Icy • Muddy - Non-League 
And Lot's More 

WINNING TACTICS (£6.99 - Rei. Nov.) - A collection of tactics for 
use in Player Manager or K02 with full explanations. 

RETURN TO EUROPE (£9.99 - Rei. Dec ) - Three European cup 
competitions. UEFA cup - European Cup - Cup Winners Cup. 

GIANTS OF EUROPE (Rei. 1991) Best teams of Europe on one 
disc. 




Draft specifications. Subject to changes without notice 



ANCO SOFTWARE, UNIT 10. BURNHAM TRADING ESTATE. LAWSON ROAD. DARTFORD. KENT. 
TELEPHONE No: 0322 92513/18 FAX No: 0322 93422 
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Blast into the far-flung future with 
an all-new, premium role-playing 
adventure game from SSI's 
Special Protects Team! 

Create a team of space- 
hardened pros and join 
Bucb Rogers and 
his daring band 
of rebels In the 
fight to free the 
solar system 
from a powerful, 
despotic 
government! 




COUNTDOWN TO DOOMSDAY 



Countdown to Doomsday features a 
specially enhanced version of 
SSI's award-winning AD&D 
puter FRP system — that 
you 40- 100 hours of 
-the -an computer 
role-playing! 

Countdown to 

LvDOOMSDAY. 

IN I M IS FUTURE WAR, 
THE BEST WEAPON 
IS A BLAST FROM 
THE PAST! 
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THE ONE 



Dragon 
Breed 



, Gary Liddon goes a-roastin' 
toastin' with Activision. 
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KING KAYAS of the Agamen empire has got a lot of bother 
on his plate. With a hop, skip and a jump it's onto the back of 
his snaky dragon to kick some collective alien ass. Luckily. 
Kayas' dragon can shoot more than flames, and it's 
invulnerable too. So whistling a happy tune it's off to war 
through seven levels of alien-packed death. 




KNOW YOUR 
DRAGONS 

TINY baby dragons usually cross 
your path throughout the levels of 
Dragon Breed, so what do you do? 
Blow 'em up! That's right, blow em 
up and get one of four coloured 
jewels lo power up your steed. You 
can boost the old snake into Blue, 
Gold, Silver or Red from it's 
original weedy Green. But don't 
stop once you get one jewel as 
subsequent pick-ups of a similar 
colour makes the dragon's abilities 
even more extreme and violent! 
Different hues mean different 
powers and this easy to follow 
guide should give you the general 
idea... 




GOLD DRAGON 

KAZAMf A very powerful and 
advanced sort of dragon that fires 
off its scales with no damage to 
itself but huge fatalities to any 
nearby nasty types. Sensible stick 
wiggling persuades Goldy to curl 
around you. forming an 
impenetrable shield of reptile flesh. 




BLUE DRAGON 

DROPS dubious-looking blue stuff 
from its rear parts. It also curls up 
below you to form a bottom 
protector. 



SILVER DRAGON 

IF YOU WANT wads of homing 
midget dragons whizzing all over 
the place then you can't go wrong 
with one of these. 




RED DRAGON 

WHAT'S that stink? A bad case of 
flaming halitosis accompanies 
Dragon Rouge, and that's just the 
stuff needed it you plan on 
a-roastin' and a-toastin' a level-full 
of no good nicks. 



GREEN DRAGON 

THIS IS the default dragon you get 
after losing a life. It's the sort of 
dragon Morrissey would like. What 
a wooden spoon. 



LOOK at that! You can leap off the old boy and get out for 
some running, jumping and firing frolics. Careful positioning of 
your dragon before going walkabout provides the player with a 

powerful shield from attacks above. But don't walk off the 
edge! 



REVIEW 



DRAGON 
BREED 

Arc 

Development 
And Activision 

ATARI ST 
PRICE £24.99 
OUT Now 
GRAPHICS 89% 
SOUND 83% 
PIAYABILITY 92% 
VALUE 



OVERALL 

89% 



AMiC 

PRICE 

OUT 



£24.99 
Now 



IBM PC AND 
COMPATIBLES 

N/A 
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BIFF Bin Biff. It's a fight, boys and girls, but we all know fighting isn't big or grown 
up or clever No, It's fun, so here we are. all set for a bit of Barney with the 
'Interesting '-looking Big Boss from the end of Level One. 



VET ANOTHER big 
beast looking for a 
punch up. This 
one's found in the 
middle of Level 
One. Shoot out Its 
stars for the 
desired effect. 
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TECHNOPORN 

SMOOTH-SCROLL 
screen raster I/O 
sprlte-plexing 
poke-a-rama. All 
that 

Cornpulaspeek. 
we love it here at 
The One. And 
being pats to the 
men of wealth 
and taste in the 
programming 
industry we are 
always privy to all 
■ sorts of secret 
'acts and figures. 
Just like these... 

DRAGON Breed Is 
8 wearing ■ 
delicate pink 
ehltfon maximum 
of 32 enemy 
sprites, tastefully 
garnished with a 
total possible 
selection of 16 
glorious enemy 
bullets. There ara 
12 segments In the 
dragon's beautiful 
flowing tresass, 
offset by a piquant 
32 player missiles. 
So along with the 
four pickups 
available you have 
a glorious 112 
sprttaa to play 
with. And as a 
special bargain this 
month only, there 
are seven levels of 
3,840 by 288 pixels 
scrolling 
backgrounds 
thrown In 
absolutely free. 
The price of all thla 
beautiful tableau? 
An extremely 
generous 17 
frames par second 
on the ST and 25 
for the Amiga. 
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EVER PLAYED R-Type? Of course you have, and In a rather 
similar manner to that all-time excellent blaster you boost the 
bee fin ess of your bullet by holding down the flrebutton. Let go 
of the button after a while and Instead of the normal sin zaps, 
a great big head (Ilka lha one In this picture) shoots out of your 
dragon's gob. 



OH DEAR. There's lots of trub on the boll here - just look at all 
those sprites. What do you do? Riders of the Golden Dragon 
can daftly wiggle their joysticks and find themselves protected 
in the manner seen here. 




ARC ANGELS 

SEVEN MONTHS ol 
work and it's all 
finished! Tim Round, 
old-hand ot Arc 
Development brings 
in the goods on the ST 
and Amiga With tons 
and ions ol greal big 
sprites whizzing 
around on a scrolfy 
backdrop. Dragon 
Breed would set a lot 
of programmers 
knees a-trembling 
Not Tim. he just 
rawed up the old 
PDS. cracked his 
knuckles and coded 
like BiHy-O. 

Graphics are the 
work of new boy Paul 
Michalak with Dragon 
Breed seeing he first 
publrshod work And 
very stunning they are 
loo. showing a close 
resemblance lo the 
wowness of the (rem 
onglnal Paul Waster, 
the man graphically 
responsible for 
previous Arc conver- 
sions ol Crack Down 
and Forgotten 
Worlds for US Gold, 
also put some hours in 
on lha project conl- 
nbutmg to general 
touching up and 
load-rig screens. 

irem supplied 
screen dumps of the 
most ol the sprite 
creatures bul 
neglected to include 
their complete anima- 
tions The devils, their 
wrists will be slapped 
one ol these days. 
Atonements were 
made ever so slightly 
by (he providence ot 
dumps of all I he back- 
grounds. 



HERE'S KAY AS riding bravely into battle on the laser-raining Blue Dragon. It wouldn't 
be very nice having one ot these do an urban pigeon on your Peugeot 205. 




LEVEL THREE has 
loads ot these 
b.g-gobbed 
monsters giving 
you some lip. But 
don't go dying like 
Kayas is about to 
here. No, Instead 
tool up with a 
venomous blast 
and zap the 
belligerent 
buggers. Now 
watch the claret 
spill all over the 
carpet 



ST 



Dragons really are where It's at. What with 
Saint Dragon, Dragon's Breath and Gordon 
Houghton's recent corpulent Dragon article, 
they really are all the rave. Irem's treatment 
of the reptile monsters of myth is vory nice. The 
company's produced a very playable shoot 'em up 
which these computer versions roplicate beautifully. 
There are similarities to R-Type (the bullet booster is 
practically identical), but there are more than enough 
original features to keep even the most world weary of 
blasters' eyes open. All in all, absolutely lovely. It's great 
to see something so immediately pleasant lo play. The 
Arc boys should all be putting their arms out of joint 
patting themselves on the back for doing such a great 
job. 

Lots of tweakery provides a bit of boost in the 
Screen Update Speed department, and 
some tasty-looking parallax scrolling is an 
added bonus. The gameplay's exactly Ihe 
same though: super duper. 

What a blow, eh. There's nothing planned on 
the Dragon Breed front for this machine and 
its compatible friends. 
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Dept. The One 

ORDER FORM 

Please supply me with the following for 

Computer 

Titles Price 



L 




;TO37W4.FAX: (0525) SOT 

Please make cheques 
& PO payable to 
Turbosoft 



Outers utulrr £5 please add 
50b per Hem. Over £5 b&p 

FREE in the UK. 
Europe £1.50 per item. 
Rest of the world £2.00. 

N.B. Please state 
clearly mode of 
computet 8c also disc 
size when ordering. 
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ACCESS/VISA 
HOTLINE 
0273 74646: 



PROBABLY THE BEST PRICES IN THE UK 
SPECIAL OFFERS TO THE ONE READERS 
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Rick Dangerous 



In the first of a five-part series. Rick's 
creator, Simon Phipps, explains how to 
tweak the nose of danger and be best. 

LONDON 1945... Rick returns home to rest after thwarting 
enemy plans to destroy London. All is not well however. A 
mysterious fleet of strange alien spaceships has besieged 
the capital. 

Back in a flashl And as dangerous as ever. Rick heads for 
Hyde Park, the landing site of the strange alien craft... 




BEFORE WE BEGIN it's worth mentioning 
lhal this level is split into three vertical 
towers. Now all you have lodo is get inside 
the alien spaceship in one piece... 

Run straight across the grass without 
stopping. Lasers will fire all around but 
explode within an inch of your new cape. 
As you enter the next screen, shoot the 
robot that climbs down the ladder. Run 
across lo the right and use dynamite to 
blow away the grey metal door. 

Walk right, through to the 'Hidden 



Room' and collect the bonuses. Exit stage 
left. 

Walk to the foot of Ihe ladder that leads 
into Ihe alien spaceship. Climb straight up 
the ladder without hesitation. The lasers 
will fire and explode behind you. 

Climb the above ladder almost lo the 
top. Choose your moment to climb up and 
avoid the electrical fizzle. Now quickly 
crawl left from Ihe top of the ladder and 
punch Ihe button on the wall. This switches 
off the laser to the righi of the screen. Crawl 




nghl, underneath the electric fizzle, and 
exit lo the right. 

Shoot Ihe two robots. Climb the 
right-hand ladder and punch Ihe right- 
hand wall button. This sets Ihe left-hand 
moving platform in motion. 

Step onto the moving platform and duck 
when il reaches the highest point of its 
motion to avoid the laser above. Crawl 
right (o the bottom of the pile of canisters. 
Hop onto them and collect the bullets 
bonus. 

Jump on Ihe ladder above and climb lo 
the lop. DON'T punch Ihe righl-hand 
button as the arrow indicales - go for the 
LEFT-HAND button to switch off the laser 
firing above Ihe robot s head on your left. 

Climb back down Ihe ladder and onto the 
canisters. Jump left and shoo! the 
patrolling robot. Now jump straight up and 
climb the silver pipes to the next platform. 
Step right and wait for ihe robot to climb 
down the pipes above. When it drops down 
lo your level, shoot it. 

Dynamite Ihe two metal doors to the 
right. You will need to slide the dynamiie 
towards Ihe second door, as you can't 
crawl and set off dynamiie simultaneously. 
Now crawl right to exit this screen. Collect 
all the bonuses and exit left. 

Climb the left-hand silver pipe lo Ihe lop. 
You might as well ignore the robot and 
bonus on the platform to your bottom right. 
Punch the wall button to your left to activate 




the moving platform above. Walk onto this 
plalform and ride it to the top. 
Crawl right to trigger a laser to kill the 
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robot to your left. Keep your head down 
and crawl left. Now il'sontothe silver pipes 
above before taking out the patrolling robot 
with a shot. 

Jump straight up and punch the 
right-hand wall button to switch oh* the 
highest ot the two lasers above. Carefully 
jump past the remaining horizontal laser 
and jump up to the (stationary) moving 
platform. 

Punch the right-hand wall button and 
allow the platform to carry you left . Jump of 
to the left, before the platform moves back 
right (try jumping when there are two 
background blocks between you and the 
solid scenery to your left). Slide some 
dynamite to kill the robot patrolling by the 
exit. Now enterthe second towerto the left. 

Step straight off the ledge and drop 
down. Shoot the robot at the bottom of this 
section. Go and punch the left-hand wall 
button to switch off the laser at the top left of 
the screen. Stand on the moving platform 
and actrvate it by punching the right-hand 
wall button. When the platform reaches the 
highest point of its movement, jump off to 
the hghl. 




Jumping left over the electrical fizzle 
(jump when it shoots to the left) . As you fall 
down the left-hand drop, turn nght ready to 
shoot the robot to your right as you land. 

Walk right and fall onto the short green 
girder. Walkleftanddropdown.duckingas 
you land. Crawl right to collect the bullet 
bonus and keep your head down as you 
crawl back to the left. 

Jump up to the left and wait for the 
moving platform to reach the highest point 
of its movement. Step onto it and quickly 
punch the left-hand wall button before 
allowing the ptatform to carry you down. 
Pressing this button switches off the laser 
that blocks your way. 

Crawl all the way to the nght and drop 
down onto the pile of canisters. Wait here 
and try to kill the randomly patrolling robot 



to your left by sliding dynamite down . Don 't 
worry about waste - you are about to 
replenish your supply. If you fail to blow up 
the robot, hop down and shoot it. Now run 
left and collect the dynamite bonus. 
Remember lo crawl right, under the 
electrical fizzle. 

Climb down the ladder below and wait. 
As soon as the electrical fizzle has passed, 
drop down. Watch out for the walking 
canister as you attempt to climb down the 
ladder. Shoot the robot and dynamite the 
exit. You are about to enter the third tower 




The left-hand platform moves a short 
distance. The other platform moves 
further, up to within about an inch of the 
door to the far left. Jump up onto the 
nearest moving platform above the 
electrically charged floor. You now have 
two options; go for the bonuses found in 
the room blocked by the door lo the lar left 
or jump onto the ladder above. If you do 
manage to get in and out of the secret 
room, you can simply step onto the nearest 
platform and jump onto the ladder from 
there. 

As soon as the robot above walks past 
the top of the ladder, climb up off the ladder 
and shoot it. Step onto the moving platform 
to your left. Press the left-hand wall button 
when the platform's at the highest point of 
its movement then crawl all the way to the 
right. 




Jump up onto the moving platform. 
When it goes as high as it can, jump up and 
shoot the robot to your left. Now crawl 
under the steam pipe. 

Collect Ihe dynamite bonus. Climb up 
the left-hand ladder, drop some dynamite 
and then quickly climb back down the 
ladder before the dynamite explodes. 
Climb back up the ladder and crawl right, 
through the gap you created. 

Drop some dynamite next to the second 
metal block and jump up onto the platform 
above. Wait until it's safe to drop back 
down before pressing the nght-hand wall 
button lo remove the platform from the 
scene. 

Crawl to the far right and hitch a ride 
up-screen on the platform. Quickly run left, 
allowing the lasers to fire safely ahead of 
you. 

Climb the silver pipe. Snoot the 
patrolling robot and run right, jumping over 
the canister that gets up and walks towards 
you. Jump up on top of the pile of canisters 
before the moving one walks back to the 
right. 

Work your way to the left-hand side of 
the screen and press the button there to 
release the floating platform above. 
Quickly hop onto it and wait until it gets to 
the top. 




Crawl left underneath the steam pipe. 
Climb up the ladder and stand on the 
moving platform set into the floor. While 
this platform is raised Ihe moving 
canister's patrol distance increases, 
allowing you lo step nght, off the platform. 
Now run right, through the exit. 

Shoot all three robots as you enter this 
tower. If you decide to go for the bonus 
above and to Ihe left, jump on the moving 
platform to activate it - and remember to 
duck when you reach the top. 




With or without the bonus points, run lo 
the right-hand ladder and climb it. Press 
the nght-hand wall button to kill the robot 
above. 

Climb Ihe next two ladders to the top. 
When you reach a third ladder, climb it but 
beware of the robot that periodically steps 
on the floating platform. 

Dynamite the metal block. Crawl nght 
and drop down to collect the bullet bonus. 
Work your way back up to where you were, 
and if you haven't already disposed of the 
robot, do so now. 

Step onto the floating platform. Punch 
the left-hand wall button when the platform 
stops for a split second, then get ready to 
duck and crawl nght under the laser fire 
from the right. 

Crawl righl and collect the dynamite 
bonus. Jump back up to the right and climb 
Ihe ladder lo the top, being wary of the 
laser. 




Stand on top of the canister. As soon as 
the electric fizzle to the left disappears, fall 
and walk left. Remember: you cannot jump 
on these magnetic floors. 

Climb Ihe ladder to the left. Crawl to Ihe 
right and collect the bullet bonus. Now 
crawl back under that platform, jump up 
onto it and duck to avoid the laser fire from 
the right. Time your jump from the very 
edge of this platform to miss the laser fire 
and land on the bottom of the ladder. 

Climb up and wait until the robot above 
climbs down the ladder to the left and onto 
the stationary platform. Shoot the robot, 
press the right-hand wall button, step onto 
the platform and let it carry you across to 
the base of the ladder. 

Climb up and press the left-hand wall 
button. Let the platform take you up then 
press the left-hand wall button at the top to 
disable Ihe laser firing to the top righl of the 
screen. 




Shoot the robot working its way down 
towards you, then shoot the patrolling 
robot when you gel to it. 

Jump up and make your way across to 
the left. Climb up the left-hand ladder and 
then run right to exit this level. Phew! 



THE POWER 
TO CHANGE 
AMERICAN HISTORY 

CAN YOU LEAD THE OUT-NUMBERED REBELS I 
TO VICTORY AND WIN THE GREATEST BATTLE IN 

THE AMERICAN CIVIL WAR? 




GETTYSBURG 



■ G£TTYSBJRG 



The third title in ARC's 
acclaimed BattieScapes 
series, Gettysburg is a 
war game simulation 
from the American Civil 
War. The battle featured 
was a massive 
confrontation between 
70,000 troops under the 
charismatic General Lee 
and 90,000 Union 
soldiers under the dry 
and calculating General 
Meade. It was the 
pivoted battle of the 
American Civil War. 




Features: 

• Stunning BattieScapes 
graphics. 

• Original Soundtrack. 



REACH OUT FOR THE POWER 



Sireen shots 'torn Atari ST formal. 



History tells us that Lee 
lost the battle, but with 
Gettysburg you can re- 
write history. Can you 
guide the rebels to 
victory and change the 
course of American 
history? Would you be 
able to defeat Lee and 
ensure a Union victory? 
The choice and the 
challenge are yours. 



Eighty page play guide. 

• Laminated Map. 
Free write on, rub off 
BattieScapes pen. 
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REACH OUT FOR THE POWER OFARC 
ATARI ST CBM AMIGA £29.99 

ARC, P.O. Box 555, Slough SL2 5BZ. 



Ft 



77 




THE 
□NE 



NOV 
1990 




The Definitive Simulation of Armoured Land 




Available lor IBM PC Compatibles and coming soon for 
Atari ST and Commodore Amiga 




i 



PROSE 



Four Ml Abrams Tanks. Four soldiers in each. That's Four Tanks, 
Sixteen Men. And you control the whole shooting match. 





— • 





■ Leadership. Each oi the 16 men 
In your rank platoon has his own 
battlefield skills and abilities- 
Improving with experience, 
promotion and decorations, your 
chances ot success increase as 
your platoon become battle 
hardened. • 




IBM SCREEN SHOTS SHOWN ACTUAL SHOTS 
MAY VARY 




■ Strategic and tactical 
command. Plan your winning 
strategies, giving orders to your 
platoon of tanks, calling in 
airstnkes and artillery. At any 
moment you can "jump into the 
thick of the action, taking over 
direct control, as commander, 
gunner or dnver of any tank. 

* Realistic Battlefield terrain. 

Make use of natural cover, such as 
hills, ridges and buildings to hide 
your tanks, across the huge 10.000 
aero 3-D battle zone, just like a real 
tank commander 

■ High-tech war. Laser 
rangefmders. depleted uranium 
penetrators, wire-guided missiles, 
reactive armour, air support and 
artillery make Ml Tank Platoon 
the most comprehensive, up-to- 
date simulation of armoured land 
warfare available for your home 
computer 



Ml Tank Platoon was released lor IBM 
PC compatible machines In October 
1989; 

"MlcroProse has surely excelled on this 
one: it's all there, from superb pi ay ability 
through great attention to detail to one 
oi the best manuals I've seen In a long 
time. The competition should watch out, 
as this one's going to take some 
beating." ""* PC Leisure Spring '90 

" I can't really fault M 1 Tank Platoon as 

It's definitely MicroPros? s most 
comprehensive simulation yet" 87% 
C&VG Nov '89 

"The most trlghtenlngly accurate lank 
slm weVo seen." 926 Ace Dec '89 




■ Endless variety. Fight during 
the day. at night, in snow. mud. 
rain or clear weather. With 
thousands of battlefields and 
millions of situations and you get 
endless enjoyment. Decide 
between single battles or an entire 
campaign. 
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SHADOW OF THE BEAST 

A whole new dimension in computer games. Winner of 6 
International Awards on the Amiga. The game ST owners 
have been waiting for. 350 screens — 132 unique 
monsters. Multiple levels of parallax scrolling, 2 Mb of 
graphics compressed in 2 disks. 

Amiga Screen Shots. Amiga/Atari ST £24.99 

SEEING IS BELIEVING 
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16 TON WEIGHTS are invincible. You 
cannot kill them so stay clear of 
them. They only understand two 
things acceleration due to gravity 
and causing physical harm, neither 
of which are terribly helpful to 
Gumby. 

SILLY WALKS MINISTERS appear In 
groups from the top of the screen, 
so try to dispatch the entire group 
before moving on. 
SCORE 200 
HITS 2 

DISEMBODIED LIMBS simply move 
vertically up or down. To get past 
them, chuck a fish at them. It's 
worth noting that on the skeletal 
section that features them in 
conjunction with some snapping 
teeth, they enter the screen in the 
same way as the Dead Parrots on 
Level One - from the top it Gumby 
Is In the bottom half of the screen, 
and vice versa. 
POINTS 10 
HITS 1 



CONFUSED CATS cannot be hurt by 
fish. The only way to get the points 
is by setting off a trap. These 
stationary felines explode should 
Gumby get too close. Cheese blocks 
shot from beneath them will make 
the cats tall, and this can sometimes 
be used to get them out of harm's 
way. For most contused cats, (t's 
best to walk up close enough to 
make them explode, then jump to 
dodge the resultant feline fragments. 
POINTS 100 

BIG TOES usually drop off bits of 
landscape and fly to the left Some 
may be set oh to destroy other 
aliens that get in their way 
(particularly the Spanish Inquisition), 
but all of them hurt. Toes can be 
shot if Gumby Is quick enough, but 
this is only for the danger freaks 
among you. 
POINTS 100 
HITS 2 

THIS IS the first - no, second 
unexpected appearance of the 
Spanish Inquisitors. This time they 
have taken to the air and will follow 
Gumby at the top of the screen, 
dropping bombs. Their balloon can 
be burst at the end of the section In 
which they appear by setting off the 
Big Toe trap at the top right of the 
last screen of the section. This 
produces a SPAM bonus. 
POINTS 1000 

SNAPPING TEETH start firing 
horizontal bullets at regular intervals 
when Gumby gets too close. It's best 
to try and shoot them from a 
distance, before they fire. Otherwise 
It's a question of timing jumps 
between the bullets and hurling fish 
at them when you can. 
POINTS 400 
HITS 4 

SQUELCHY HEADS are Invincible. 
The easy way to get past one is to 
time running beneath the arc that 
they Jump In. They simply jump left, 
then right, so getting past should be 
no problem - If you are patient 
enough. 




And now... a man 
with some tips 
up his brother's 
nose. Core 
Design's Simon 
Phipps provides 
the second ins- 
tallment of his 
on-going guide. 

"TAKE your time with 
Level Two. Every cheese 
block can be destroyed 
and every SPAM tin col- 
lected, no matter how 
much it looks like it can't. In most cases it's a matter of not 
shooting away cheese blocks without thinking about 
whether they can be used as platforms to jump on to get 
Gumby to other blocks or bonuses first. 

"Level Two also conceals exits to bonusscreens, not only 
in the form of standard exits, such as the mysterious black 
holes in the background, but in the form of pull-down exits, 
which can be activated by pulling the joystick down whilst 
Gumby is standing on certain pieces of background 
scenery. Explore the level to find them," 



WALKING HANDS patrol left and 
right for a limited distance. They are 
no problem, unless they are 
patrolling an area that Is too 
restrictive for Gumby to enter. In 
these cases It Is worth studying the 
landscape and using something else 
to kill them. 
POINTS 200 
HITS 4 




WARTS are also invincible. As with 
the fists, timing is the key. 




BOMBS are Invincible. They are 
produced from the top of the giant 
heads In the later part of the level. 
They roll left, atop, then explode. 
Without giving away too much about 
the puzzles in this section, when the 
bombs explode they blow up any 
aliens that get caught In the 
explosion. As a result, they are ideal 
to use to get rid of those 
awkwardly-placed aliens that are 
difficult to hit with a fish. 




THE TOE-NOSED ELEPHANT is hard. 

The method to use with this 
end-of-level beast Is simple: run 
beneath its firing nose so that it fires 
as ft leaps to the left Take a hit on 
the noseless elephant, then jump 
back to the right before the elephant 
tires its nose again. The elephant 
then jumps back to the right before 
starting Its movement pattern again. 

POINTS 1000 
HITS 15 




IMP0S5AM0LE 

A MOLE 'S life is never easy. But it can 
be - simply type in any of The 
following on the high-score table. 

HEINZ 

Three Full Power Bars 

ANNFRANK 

Low Energy Refill 

LUMBAJAK 

Double-Length Energy Bar 

OOCHOUCH 

Walk On Deadly Surfaces 

COMMANDO 

No Weapon Time Limit 

JUGGLERS 

Worms Give Double Health 



AMC 

TO AID your AstroMarine antics here 
are all the Level Codes... 



NOSTROMO 

DISCOVERY 

ENTERPRISE 

DAGOBAH 

REPLICANT 

KRULL 

METROPOLIS 



MIDNIGHT 
RESISTANCE 

RESISTANCE is no longer useless. 
Special FX, the team behind these 
conversions for Ocean, has leapt to 
the aid of any would-be world 
liberators with a pair of prize cheat 
modes... 

AMIGA 

On the title screen, type ITS EASY 
WHEN YOU KNOW HOW (including 
spaces) to play with infinite every- 
thing. 

ATARI ST 

Begin play and pause the action. Now 
type SAMANTHA LYON (including 
space) to play with infinite everything. 



BEVERLEY HILLS COP 

ON THE Select Difficulty Level 
screen, type MELLIE. The facility to 
begin play from any level is now yours. 



DYTER-07 

WHILE Dyter-07 loads, type GIBBon 
the title screen to get the cheat mode 
up and running. During play, you can 
now hit W for extra weapons, and S to 
top up your shield. 




Cadaver 

In the first of a four-part series. The 
Bitmap Brothers' designer Philip J 
Wilcock explains how to get the most 
out of this unique adventure. 

"THIS IS the full solution to Level One, although I have 
deliberately omitted two or three little bonuses that can be 
achieved by additional actions. These are for the player to 
find out and are completely non-essential. 

"There are scattered throughout the level clues in the 
form of parchments. These may be letters, books, 
instructionsor memos. They prove essential to anyonewho 
plans to solve the level unaided. It is recommended that the 
player reads all parchments and possibly notes down their 
contents. 

"Bold text indicates actions that are essential for 
completing the level. 

"The Caves lie beneath the castle and contain several 
distinct areas: The Mines, The Mortuary. The Gaol, The 
Crypts, The Chapel and The King's Tomb. A secret opening 
onto The Marsh has allowed Karadoc to gain access 
unobserved. " 



CADAVER^ 

Mines 



Mr Hon 




Ann iwi 
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1 

COLLECT 
Pickaxe 
Coin 
Diary 

EXIT 
Via North 
Door 

2 

PULL 

Lever 

(Unlocks 

North Door) 

EXIT 

Via North 

Door 



COLLECT 
Sack Of 
Stones 

(Weapon) 

EXIT 

West 

4 

KILL 

Creature 

COLLECT 

Charm 

EXIT 

South 

5 

COLLECT 
Runic Stone 

KILL 
Spider 
EXIT 
North 

6 

EXIT 
North 

7 

MOVE 
Sacks 
COLLECT 
Green Gem 

KILL 

Worm 

EXIT 
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9 


14 


17 


COLLECT 


SEARCH 


TAKE 


Rope 


Skeleton 


Key 


KILL 


(For Clue 


(Hidden Under 


Worm 


Book) 


Bones) 


EXIT 


EXIT 


BEWARE 


East 


East 


Sea Monster 


EXIT 




EXIT 


East 




East 



10 

COLLECT 
Key 

RETURN 
To Start 

11 

EXIT 
East 
PULL 
Lever 

(Unlocks Main 
Chamber 
South Door) 
OPEN 
Chest 

(Clue Inside) 



12 

RETURN 
To Main 
Chamber 
KILL (OR 
AVOID) 
Worm 
EXIT 
South 



15 

USE 

Buttons 

(To Unlock 

Door To 

Dragon 

Room) 

Combination: 
1432 
(Left-hand 
Button: 1) 
You can 
discover this 
combination 
later. Even 
though you 
may gain 
access to The 
Dragon Room 
now you will 
not have the 
power to 
destroy the 
beast. 
EXIT 
East 



18 

EXIT 
West 

(Into Store) 

OPEN 

Chest 

COLLECT 

Coin 

Chicken 

Bread 

EXIT 

West 

EXIT 

North 

(Into Gaol) 

19 

COLLECT 
Coin 

(On Table) 

USE 

Key 

(In West Wall 
Keyhole) 

EXIT 

North 

(Into Cell 

One) 

EXIT 

South 

KILL 

Monster 



South 


13 


16 


North 


8 


THROW 


YOU ARE 


(Into Cell 


EXIT 


Pickaxe 


NOW 


Two) 


East 


At Wall 


At Map Point 


GIVE 


EXIT 


(Until it's 


A 


To Man 


East 


demolished or 


EXIT 


(Food in 


EXIT 


low enough to 


North 


exchange for 


South 


jump) 


EXIT 


Clues) 


(Into Main 


EXIT 


West 


EXIT 


Chamber) 


South 


(Into Well) 


South 
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20 

EXIT 

East 

(Into Cell 

Three) 

EXIT 

West 

21 

EXIT 
East 

(Into Cell 
Four) 

COLLECT 
Key 

EXIT 
West 
22 

RETURN 
To Map Point 
A 

EXIT 

East 

23 

COLLECT 
Green Gem 
PRESS 
Button 

(In Wall) 
To raise The 
Pit Cover in 
The Cadaver 
Store 
READ 
Book 

(For Clues) 

EXIT 

North 

(Into Cadaver 

Store) 

24 

DROP 
Rope 

(Down Hole) 
WALK 
Across Hole 
(To fall into 
The Pit) 
25 

OPEN 
Rat 

(To reveal a 
Key for The 
East Door) 
COLLECT 
Other Key 
(On Floor) 
OPEN 
Chest 
COLLECT 
Urn 
EXIT 
East 
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26 

EXIT 

East 

(Into Small 
Room) 
COLLECT 
Green Gems 
(You should 
now have Six 
Green Gems 
in your 
Rucksack) 
RETURN 
To Main Pit 
Room 



27 

THROW 
All Six Gems 
(Into Large 
Pool) 

You should 

now be 

teleported to 

Map Point B 

It you do not 

have all six 

Gems... 

RETURN 

To Connecting 

Passage 

(Through East 

Door) 

MAKE 

A Stack Of 

Stones 

(Or Other 

Useless 

Objects) 

JUMP 

Up 

(To Reach 
Chain 

Hanging From 
Ceiling) 



28 

YOU ARE 
NOW 

At Map Point 
B 

(This is a bit 
confusing as 
when you 
leave via Door 
E you are 
moved to Map 
Point F) 
Either means 
of leaving The 
Pit eventually 
return you to 
Map Point F 
EXIT 
East 
(Into 

Embalming 
Room) 

29 

SEARCH 
Skeleton 
COLLECT 
Key 

BEWARE! 

Touching 

Corpse 

Disturbs 

Monster 

EXIT 

North 

(Into Balm 

Store) 




30 

THE STONE 

LEDGE 

Upon this 

there are four 

potions... 

CURE 

POTION 

(Unknown) 

SHOT 

SHIELD 

STAMINA 

(Red Cross) 

POISON 

(Acrid) 

31 

COLLECT 
AND 

CONSUME 
Any Potions 

The Key on 

the floor is for 

the keyhole in 

The West 

Wall. It 

reveals three 

Spiders but is 

not necessary. 

RETURN 

To Embalming 

Room 

EXIT 

East 

(Into 

Purificatory) 
32 

COLLECT 
Learn Potion 
Spell 

Giant Jump 

Potion 

(Frogskin) 

RETURN 

To Embalming 

Room 



33 

The Offal 
Store (South) 
contains 
nothing of 
great value. 

34 

RETURN 

To Corridor 

(With Row Of 

Buttons) 

(W. W, W, W) 

EXIT 

South 

KILL 

Hopping Brain 
(Use Stones) 
INSERT 
Skeleton Key 
(In Keyhole) 
EXIT 
South 

35 

EXIT 

West 

EXIT 

West 

(Into Mourning 

Room) 

KILL 

Hopping Brain 
(It's asleep so 
it should be 
fairly easy to 
destroy - 
until it wakes 
up) 

COLLECT 
Holy Water 
Flasks 

Charm 

EXIT 

South 



oo 


OO 


KM 1 


□ □pec 


nopping 


ouiion 


brain 


(On wail) 


( i nib one ib 


(VA/tthnut all r\t 

ivviinuui dii Oi 


not dbiccp bu 


Tho kinn'e 


it'c a hit 
Had Ull 


drmour mib 


lougnerj 


wouiu noi 


POI 1 Ff*T 
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If Ml 

Key 


Thie 

i nis 


t\ oft Rw r>oa<-4 


transports you 


Brain) 


to The King's 


EXIT 


Secret 


west 


i reasury 


(Do not collect 


COLLECT 


The Crown as 


Crown 


it is a fake) 


Coins 

Charm 

PULL 


37 | 
EXIT 


Lever 




North 

(Into Royal j 





Armoury) 

COLLECT 

Bronze 

Armour 

Sword 

Red-striped 

Shield 

Bronze 

Helmet 

(This was The 

King's 

personal 

armour) 

EXIT 

South 

EXIT 

West 

(Into Ante 

Room) 



39 

You will now 
be back in the 
Ante Room 
EXIT 
South 
OPEN 
Chest 
(Use Key 
From Brain) 
COLLECT 
Joint Oi Meat 
Coin 



40 

RETURN 
To Mourning 
Room 
EXIT 
East 

(Into Passage) 
EXIT 
East 
EXIT 
South 
You should 
now find 
yourself in the 
first room of 
The Chapel. 
Two Bugs will 
be wandering 
around. They 
bite if you 
touch them 
and they spit 
shots. 
KILL (OR 
AVOID) 
Bugs 
JUMP 

On Flames In 
Bowls 

(To Extinguish 

Them) 

This unlocks 

the East Door 

EXIT 

East 

(Into The 
Way Of 
Death') 




84 






TIPS 


THEONE 


NOVEMBER 1990 




41 

EXIT 
East 
EXIT 
East 

(Into Common 
Crypt) 
COLLECT 
Key 

(On Altar) 

(Revealed 
when the Urn 
smashes) 
PUSH 

Four Stones 
Off Altar 
(To Reveal 
Cure Potion) 
COLLECT 
Potion 
PUSH 
Two 

Remaining 
Urns 

(Off Slab To 
Reveal Dispel 
Trap Spell 
And Canister 
Of 

Experience) 

(Open 
Canister To 
Gain 

Experience) 

EXIT 

East 

(Into Shrine) 
42 

COLLECT 
Money 

Other Bag Of 
Stones 
RETURN 
To Common 
Crypt 



43 

EXIT 

South 

(Into Glutton's 

Shrine) 

THROW (OR 

DROP) 

Joint Of Meat 

(Onto Shrine 

For Super 

Fast Potion) 

COLLECT 

Potion 

RETURN 

To Common 

Crypt 

EXIT 

West 

(Into Passage) 

44 

EXIT 

North 

(Into Lesser 
Crypt) 
Under The 
Heap Of 
Stones is a 
Runic Stone 
(Spell) 
EXIT 
South 
EXIT 

North Again 

(To Enter 

Priest's Crypt) 

SEARCH 

Large Urn 

(To Reveal 

Charm And 

Worm) 

COLLECT 

Charm 

EXIT 

South 

EXIT 

South 

(Into Warrior's 
Crypt) 



45 

DROP 
Gold 
Funerary 
Coin 

(Onto Tomb 
Of Kazah) 
COLLECT 
Potion 

It's a Fire 
Shield. Save 
this for The 
Dragon. 
EXIT 
North 

46 
EXIT 

West 

EXIT 

South 

COLLECT 

Key 

EXIT 

North 

EXIT 

North 

(Into Lord's 
Crypt) 
EXIT 
North 
(You will 
already have 
seen these 
two rooms if 
you came out 
of The Pit by 
using the 
Gems) 
CAST 
Dispel Trap 
Spell 

(On Chest) 

OPEN 

Chest 

COLLECT 

Charm 

COLLECT 

Urn 



47 

RETURN 

To First Room 

Of Chapel 

EXIT 

South 

(Into Next Part 

Of Chapel) 

KILL (OR 

AVOID) 

Bug 

DROP 

Urn Of Lord 

Carolus 

(Onto Altar 

Of Lord 

Carolus) 

COLLECT 

Spell 

Unknown: And 

unusable until 

known 

Massacre: 

Save this for 

the Dragon 

EXIT 

South 

(Into Inner 

Sanctum) 

EXIT 

West 

(Into 

Crematorium) 

PLACE 

Urn Of 

Ragner The 

Chief 

Alchemist 

(Onto 

Appropriate 
Slab) 
COLLECT 
Flask Of 
Blood 
RETURN 
To Inner 
Sanctum 



48 

DROP 
Flask Of 
Blood 
(Onto High 
Altar) 
COLLECT 
Key 
Spell 

(Read Magic) 

USE 

Key 

(In West Wall 
Keyhole) 

EXIT 
West 

49 

CAST 
Dispel Trap 
Spell 

(On Chest) 

OPEN 

Chest 

COLLECT 

Runic Stone 

(Read 

Language) 

EXIT 

North 

(Into Library) 
COLLECT 
Spell (Map) 
RETURN 
To Inner 
Sanctum 



50 

DROP 
Unknown 
Spell 
CAST 

Read Magic 
Upon 
Unknown 
Spell 

(This allows 
you to use It 
to kill The 
Dragon) 

EXIT 

South 

EXIT 

West 

(Into 

Purificatory) 
51 

DROP 
A Flask Of 
Holy Water 
(Into Bowl) 
DRINK 
Bowl 

(This teleports 

you to a 

Hidden 

Treasure 

Chamber) 

PULL 

Lever 

COLLECT 

Reward 

PULL 

Lever 

(This returns 
you to the 
room adjacent 
to The 
Purificatory) 
Repeat for as 
many times as 
you have 
Flasks Of 
Holy Water 
(Maximum 
Three) 



52 

Having got 
The Massacre 
Spell, The 
Fire Shield 
Potion, and 
The King's 
Crown you 
are fully 
equipped to 
face The 
Dragon. 
RETURN 
To Passage 
(With Four 
Buttons In A 
Row) 

If you have 
not yet 
pressed 
them, press 
them in the 
order 1,4, 3, 
2 
EXIT 
West 
EXIT 
North 

(Into Dragon Room) 



53 

DRINK 
Fire Shield 
Potion 

(To protect 
you from 
Fireballs) 
HOLD 
Massacre 
Spell 

(Press Fire To 
Cast It) 
The Dragon 
will blow up 
PRESS 
Burton On 
Wall 
EXIT 
North 
PULL 
Lever 
(This takes 
you to Level 
Two) 
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When you can't 
remember who you are, 
where you are ana" e\'en 
what year it Is, then 
you know trouble 
cannot he too far 
away... 

Held Captive for two 
hundred years in an 
orbiting space prison for 
a crime you didn't 
commit, you are 
desperate to escape 
from your electronic 
gaol. 

Armed only with a 
briefcase computer 
fouiui in the comer of 
your cell, you start 
sending out electronic 
SOS calls to the battling 
world outside. 

Eventually you find a 
motley irew of four 
droids ready to help 
bring about your 
escape.. 

..so begins your quest 
for freedom! 
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Youi Ferrari F40 s hoi and raring (o go. 
Battle bumper lo bumper In a thrilling 
1 6 stage me across the States wh* each 
new terrain a different challenge. 

"An outstanding conversion which 
shouldn't be missed" C8.VG 



2WI 



-v 



Slip behind the wheel of your 
turbo charged Porsche In hot 
pursuit of dangerous criminals. 
Drive by the seat of your pants to 
avoid the hosts of hazards on the 
busy streets and tracks. 

"Absolutely Incredible. The best 
drhlng game ever. Superb" 

Sinclair User 



n 



m 



0 



a .- 



Take your life In your hands to race 
both speed and stunt (racks. Jump the 
bridge and attempt the Incredible loop 
the loop, all In fabulous solid 3D - 
It's the ultimate driving simulation. 

"...contains a// the features of the 
arcade game and plays brllllandy. An 
absolute must for all boy racers "C4.VC 



A 



h's fast and furious and you're In 
pole position. Tower your way 
round 17 stomach churning 
circuits. Step on the gas and let 
your opponents eat dustl 
Hours of racing thr1U% In what 
Is surely the best Power Drift 
conversion the Amiga Is capable 
pft"t*YVG 
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REPAIR SPIDERS 

THESE robot spiders scurry about 
the ceiling looking for damaged lights 
to repair. Shooting a mechanical 
arachnid causes it to (all off the 
ceiling and explode on impact with the 



^^^^^^ 



floor. Occasionally they fall off the 
ceiling by accident - they are the 
cause of the explosions you 
constantly hear while on top of the 
building. On the off-chance that they 
don't explode when they hit the floor, 
they hunt and attack the player. If 
you see a spider crawling towards 
you. shoot it as soon as possible. 
They attack by climbing up the 
player's armour and stabbing at the 
face with sharp metal instruments. 
However, if you have good armour, 
you are probably immune to their 
attacks. 




THE CRAB 

ATTEMPTING to attack the crab is 
pointless, simply because it isn't 
really there - it's nothing more than 
a hologram. Notice that Crabs always 
appear next to an alcove, as the 
hologram proiector is hidden in there. 
If you shoot the projector, the 
hologram disappears. Holograms are 
harmless, but they can obscure 
things that aren't so harmless. 
Beware. 



SOME useful 
guidelines... 

BUY A BOMB. It's 



essential if you get 
caught (see DOING 



THE BETTER your 
weapon skills, the 
cheaper your gun 



HAVING a brain 
implant, taking a 
course or loading a 

program all 
improve your skills. 
This means you 
can fight better, 
repair objects 
quicker and carry 



LOOK carefully for 
damage on an item 
before using it 
Using a damaged 
Hem can wound 
you. 

DON'T buy a 
lock-pick or a 
drink dispenser. 

DON'T skimp on 
armour. You need 
it And remember 
that droids need 



OON'T be tempted 
to carry too much. 
If you do you will 



encumbered. The 
amount a 
character can 
carry before 
becoming 
encumbered It 
calculated as a 
function of the 
strength and 
endurance ratings. 
The symptoms of 
encumbrance are 
slow movement 
and fast usage of 




THE SENTRY 

SENTRIES are the biggest robots in 
the building. They guard corridors, 
junctions and important rooms. Shoot 
them before they shoot youl 



THE ALIEN 

THERE'S no mistaking one of these 
- chances are you will know it's 
somewhere near from its ferocious 
roar before you see it. These suckers 
move fast, and are more likely to use 
doors than anything else you will 
encounter. Keep away 1 



THE GUARD 

HUMAN 
GUARDS are 
paid a handsome 
bonus for every 
intruder they 
apprehend - 
which is why 
they become 
hysterical and 
attack like 
madmen when 
they spot you. In 
order to prevent 
any information a 
guard may have 
about UCC 
falling into tbe 
wrong hands, all 
human 
employees have 
a small explosive 
device connected 
to their central 
nervous system. 

If a guard is 
injured beyond a 
certain point, he 
spontaneously 
combusts. Shoot 
them 1 




Trouble 't mill? Relax... Corporation 
designer Kevin Bulmer is here to keep 
you company. 

"ALWAYS make use of the terminals and power packs to 
recharge your power supply, as described in the manual. 
Your physical energy is replenished by drinking the fluid 
held in the refills. This cannot be drunk from the refill - the 
refill must be used to recharge your drink dispenser. 

"Keep away from doors when walking down a corridor. 
This causes doors to open which could attract unwanted 
attention! 

"Try to approach doorsassquarely as possible - and that 
doesn't mean with a kipper tieand sandals on. If you walk up 
to a door at a sharp angle, it's easy to become disorientated 
and lose track of your position. 

"While there is no 'proper' pause mode, you can freeze 
the action by examining your gun. 

"Before leaving the elevator at the beginning of thegame, 
examine the contents of your pockets and ensure that all 
location -specific items are correctly positioned. 

"Oh yes: bombs can Jam some doors shut." 



ROBOTS 

THESE FEEBLE droids only patrol 
certain levels of the building. They 
ignore you if you keep out of their 
way If you stand in their path or 
trigger an alarm though, they will 
attack by poking you with their little 
metal hands and squealing for help. 

Shoot them. 




BLOBS 

THE BLOB was 
designed as the 
perfect solution 
to keeping the 
office 

environment 
clean. This large 
uni-cellular creature should have quietly scoured rooms 
and corridors consuming dust and dirt as it went, then 
finding a dark comer in which to rest in between patrols. 
Unfortunately, when tested in UCC's offices, they joined 
together to form more complex organisms which try to 
consume everything in their path. Because of their habit 
of seeping through floors and ceilings, they have proved 
impossible to eradicate. Don't let them melt your toes 1 



PROTOTYPE NK 

THE MOST efficient robot guard in the building has not 
been officially named, but was nicknamed for its 
endearing habit of malfunctioning and slaughtering 
everything and everyone m its vicinity. They are equipped 
with experimental self-healing circuitry. When 
sufficiently injured, they shut down for emergency 
repairs. DON'T think that they are safe when this 
happens - they could still recover at any moment. 
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CHARACTER SELECTION 

WHO YOU choose to play is entirely up to you and your 
style ot play. However, you should find that the best 
all-round choice, for beginners at least, is Core Droid # 1 
It's worth playing experimental games to see what 
character is best suited to you. 
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GROUND FLOOR 



DOING BIRD 

SOONER or lateryou are bound toend up in Prison. If you 
are overcome or injured to the point of blacking out, the 
guards will throw into the cell while they approach their 
superiors and find out what to do. The only way out of the 
slammer is with the bomb - if you don't have it, it's 
curtains. Walk to the Southwest corner of the room, 
manipulate the bomb and punch in the number 30. Click 
on the 'Arm 1 button (the RED one) and retire quickly to the 
other side of the room. Do not return to the bomb once lit. 
Turn around so that you can see the bomb and wait for it to 
detonate. When it does, it takes out a tew walls, some 
furniture, a couple of cameras and possibly a couple of 
monsters. Now use the back-pack computer and your 
compass to find the nearest elevator - this isn't easy 
since the mangled scene around you no longer 
resembles the scene stored in your computer. When you 
reach the elevator, your security pass only allows you to 
leave the prison level and visit levels you have already 
seen. 
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LM SOFTWARE 

* latest software 

* desktop publishing 

* books & accessories 

* KICK OFF 2: £15.95!! +0.95 postage 

LM SOFTWARE SSmmm* Mathews 
1 Queens Road SOUTHEND Essex 

Open 9.30 - 5.30 Monday to Saturday 
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OUR LIBRARY HOW STANDS AT OVER 1.000 DISKS! 



Public Domain 
Software for the 
Amiga 



ARE JUST SOME Of THEM 



019 


Space Ace Demo 


980 


tMmftPlayffortiakkM) 


045 


The Gotten Fleece lArt.er«ure) 


904 


V^AppiUBrjr. (?««.) 


OBI 


UEditWort Plceeaaor 


711 


Arcadia Megademo 1 


OK 


Rsd Sector MegMemo (2 daks) 


727 


Star Trail Game (? dtaa) 


t07 


RAF W»3~>~no £2 (*.«,) 


728 


0 Track Soundtracker 


136 


C-ueic Card ft Board Game. 


742 


Madonna Sdaahow 


151 


Chlneee declare n 


744 


Red Sector CeM Demo 


157 


CoolCouftaiAp-riattofin 


746 


Crueadera Barter* Demo 


161 


K.iie Mnogue Demo f2 □....) 


747 


Hoooye Meet* Die Qeachboya 


105 


Fre*Jy Kruoer Demo 


706 


AMOS Treeeure Hunl Gama 


187 


CruaadM Awte X 


771 


ConQeman Animation fl 


240 


Pu^ioa tn Spate Cartoon 


773 


Sharti Awmabon (■) 


251 


aawd sroot -*m- u p 


775 


Gamaa Da>X5 
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DISK PRICES 
1 - 9 = El .50 each 
10 -19 = CI .25 each 
20 * = CI 00 each 



MCLUSrVE Of P ft P H U.K. 
EUROPE PLEASE ADD C1.M 

TO TOTAL ORDER 
REST Of WORLD ADO £2.50 

TO TOTAL ORDER 



PLEASE MAKE 

CHEQUE / P.O. 
PAYABLE TO 
'CRAZY JOE'S* 



SEND S-A.E A>* a 0*) FOR A FULL LIST Of TITLES. PLUS 0AM ES. 
BLANK OtSKS AND ACCESSORIES, AT DISCOUNT I 



CRAZY JOE'S, DEPT. ONE. 145 EFFINGHAM STREET. 
ROTHERHAM, S. YORKSHIRE S65 1BL PHONE: (0709) 829286 
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0462 686977 
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11 (he product you're looking for is not here give us a call, 1000 s 
■ more titles in stock. Orders under 10.00, please add 50p per item 
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PO/Cheques payable to: PROTON SOFTWARE. 
New releases sent on day of release. 
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OFTWARE CITY 



Unit 4, B.D.C., 21 Temple Street, Wolverhampton. WV2 4AN. 
Tel: 0902 25304. Fax : 0902 712751 



CALL US ON : 24 HOUR CREDIT CARD HOTLINE 0902 25304 
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• GREMLIN THIPII PACK- 

AXELS MAGIC HAMMER. 
Srt'lICMHlAUt * MINDitl NDtK 
STAND AMIGA f 16.99 



a HEROES* 

IIAHBARlAN 2. HUNNING MAN. 
Sf AR WARS & LICENCE TO KILL 
ST AND AMIGA £19.99 



• PREMIER COLLECTION 2« 

MERCENARY, ELIMINATOR. 
BACKLASH & CUSTODIAN 
ST ONLY £9.99 



-STORY SO FAR VOL 1* 

IKARi WARHIORS. BUGGY BOY. 
BATTLESHIPS & BEYOND THE ICE 
PALACE 
ST ONLY £9 99 



• WORLD CUP COMPILATION* 

KICK Off. TRACK SUIT MANAGER & 
INTERNATIONAL SOCCEH 
ST AND AMIGA £16.99 



• ALL. TIME FAVOURITES* 

TEST DRIVE. MEAN 18. FAMOUS 
COURSES 1 AND 2 & HARDBALL 
ST AND AMIGA £19 99 



• TRIAD VOL 3* 

SPEEOBAll. BLOOD MONEY & 
ROCKET RANGER 
ST AND AMIGA £1999 



• MAGNUM FOUR* 

OPERATION WOLF. AFTERBURNEH. 
DOUBl E DRAGON & BATMAN THE 
CAPED CRUSADER 
ST AND AMIGA £19 99 



• THRILLT1ME PLATINUM VOL 2. 

IKARI WARRIORS. BUGGY BOY 
BOMBJACK. SPACE HAHRIER. LIVE 
AND LET DIE. TMUNDERCATS. 
BEYOND THE ICE PALACE & 
BATTLESHIPS 
ST AND AMIGA £16.99 



• T.N.T.* 

HARD DRIVIN'. TOOSlN. DRAGON 
SPIRIT. XYBOTS & A.P.B. 
ST AND AMIGA £19.99 
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3.S Inch DOUBLE SIDED. DOUBLE DENSITY DISCS WITH LABELS 
1 £0.69 10E5.99 25 El 3.99 

3 1/2 40 PIECE DISC BOX £6.99 
31/2 80 PIECE DISC BOX £7.99 
MOUSE MATS £2.99 
ST & AMIGA EXTENSION LEADS £5.99 
NAKASHA UPGRADE M0U5E £29.99 

NEW PRICE ON EXPANSIONS 
AMIGA 1/2 MEG EXPANSION £39.99 
AMIGA 1/2 MEG EXPANSION I CLOCK £49.99 
AMIGA 1/2 MEG EXPANSION + DUNGEON MASTER £59.99 
AMIGA 1/2 MEG f CLOCK * DUNGEON MASTER £69.99 
AMIGA 4 MEG INTERNAL RAM EXPANSION £299.99 




OFTWARE CITY 



Unit 4, B.D.C., 21 Temple Street, Wolverhampton. WV2 4AN. 
Tel: 0902 25304. Fax : 0902 712751 

CALL US ON : 24 HOUR CREDIT CARD HOTLINE 0902 25304 




TEENAGE 
MUTANT HERO 
TURTLES 



ST, AMIGA & PC 




TOTAL 
RECALL 



ST & AMIGA 




POWERMONGER 



ST & AMIGA 




HOLLYWOOD 
COLLECTION 



ROBOCOP, GHOSTBUSTERS 2, 

BATMAN THE MOVIE, 
INDIANA JONES AND THE LAST 
CRUSADE 



ST & AMIGA 




ORDER FORM AND INFORMATION 

All o>d«ft Mni FIRST CLASS >ub)ect lo availob-lply Just (III in mo coupon and wni it to: SOFTWARE CITY. Unit 4. Tho BDC. 21 Tompla SttMt. Wol«a.hampton. WV2 4AN. 
OR0CR FORM 

NAME 

ADDRESS 



Name of Game 


Computer 


Value 








Postage 




TOTAL 





Signature: 
Date: 



EUROPEAN OBOES FOB 

MASTTHCAAD 

( UHOCARD ACCF PTE O 



POSTCODE TEL NO: 

POSTAGE RATES: Please add 50p for post & packing on all orders 
under £5. EEC countries add C1 per item. Non EEC countries add £2. 
PAYING BY CHEQUE - Cheques payable to Software City. 
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BOTICS 

Knsalis 



ATARI ST 
PRICE £19.99 
OUT Now 
GRAPHICS 80% 
SOUND 78% 
PLAYABIUTY 80% 
VALUE 76% 

OVERALL 

79% 



AMIGA 

PRICE £1999 
OUT Now 



IBM PC AND 
COMPATIBLES 

WA 




EH 



FOUR TYPES ol playtield and five Increasingly difficult opponents await. The choice of 
both la yours before you play. 




HERE'S THE IDEA: play starts In the 
centre pitch. Every time a goal Is scored, 
the loser is pushed beck one pitch 
towards his 'Endzone' and play continues. 
The match Is decided when a player is 
'Shut Out' by losing a point In his own 
Endzone. 



ft 

ff&tt ~~ • t 




SUPERB 





IF YOUR bat is too badly damaged, H 
explodes and the game is handed to the 
other player. It's important to make 
frequent Time Outs from the action to 
repair your drold and bring him back to 
match fitness However, since Time Outs 
must be made alternately, you can't visit 
the 'Pit' twice In a row - you have to wait 
for your opponent. 





Botics 

Gary Whitta paddlesf or pleasure with a 
new version of that classic bat V bailer 

Pong. 

IT HAD TO HAPPEN. It's the year 2085, and television rules 
the galaxy. With 952 channels available in every home on 
Earth, and Sport being by far the most popular subject. 20th 
Century pursuits like Soccer and Rugby have been replaced 
(or something a little more... action-orientated. Leading the 
pack in the future-sports field is Botics, a new and improved 
version of the ancient classic Pong that's so hard it's not 
even played by humans. Here, two armoured robots 
capable of transforming into steel 'bets' battle for control of 
an artificially-intelligent droid-ball while a robotic referee 
looks on. 

Played across 20 isometric arenas and against any of five 
computer-controlled opponents (or a human friend), and 
with over 200 million viewers watching via live satellite link, 
the stakes in Botics are high. Will you experience the thrill of 
victory or the agony of the breaker's yard? 



ON CERTAIN pitches you don't play with 
one type of ball, but five, randomly 
ejected Into play after every goal. The 
more aggressive the ball (you can tell by 
Ita expression when It walks out onto the 
pitch before play), the taster it moves and 
the more damage It does to your bat on 
impact. For added power, the bat can be 
electrified to send the ball screaming 
across the pitch at breakneck speed and 
cause even more damage to your 
opponent 




ON LATER pitches your back wall Is almost aa Important as the 
goal area Hsetf. Let the ball touch it and, depending on the type 
of playtield, your opponent's goal doors shut tor a short while 
or a deflector wall appears on the halfway line, keeping the ball 
In your area. Nasty. 



ST 



Like many modern games with classic roots, 
Botics is very playable - particularly in 
two-player mode. Because it's based on 
such a simple concept, you can dive straight 
in without having to mess about with rules or 
regulations. The features that make Botics more than 
just a 3D version of Pong do well to vary the gameplay, 
although the pitch with the snutting goal doors can tend 
to make games drag on a bit, simply because sometimes 
it's too difficult to stop the ball from hitting your back 
wall. The clean-cut and subtly-coloured visuals are 
pleasing, and coupled with tho jolly music and effects 
there's a 'nice' overall feel. The only thing that really lets 
Botics down is its potential lasting appeal. With no 
league or tournaments to play, interest might soon 
wane - unless you have a friend on hand whenever you 
fancy a bash. 

Krisalis is promising 32-colour graphics and 
improved sound, but the gameplay will 
remain identical. It should be available by 
the time you read this. 




PC 



Krisalis has no plans at present to convert 
Botics to this and all compatible machines. 




95 





fr. 




recommended" The One 

ly the best • and will be for a long while 
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THEONE 



Operation 
Stealth 



Paul Presley reveals (almost) all in the 
second installment of this three-part 
solution. 

JOHN GLAMES was wet. The red carnation hung limply 
from his buttonhole. The KGB creeps who had left him for 
dead were going lo pay. if only for ruining his best suit. 
Somehow Glames had to recover the document marked 
Operation Stealth'... But first he had to dry himself off. 



*Ati ,i l (Judging fron th# contents in 
* I th# box this guy nu«t Mil 
bracelets 






Otto: -Vc-jr young 
fritnd'i cartotor is 

chamino, isn't it Mr. 
GLAMES ^ 



HAVING Docn greeted by the hotel doorman (and given ihe in 
took the key to his lop-Moor room and made hit way upstairs 
again found himself staring down the barrel ot a gun. At least the girl behind tt was 
more attractive than the KGB goon he'd met earlier... 



lal sales pitch) Glames 
Opening the door he 




I Vou oress the* button 
on the> bracelet 
discr«e>tly 



SOMETHING fishy was definitely going on) First the girl had 
accused him ot being a swine, then he was staring at his 
double, who had both Glamee and the girf lied to two large 
rocks and dumped over the side of a speedboat. An 
explanation could come later first he had to prevent the two 
of them joining Davy Jones forever. Glames secretly operated 
tho button on the bracelet. 



-E V. SENOR. you 
wanna buy an 
inflatable diving 
bracelet? issa 
good lor 
emergensees!" 'Ah, 
what the heck. I 
need all the luck I 
can get,' thought 

Glames as he 
handed over the 
last of his spare 
change. The 
bracelet had a 
couple of buttons 
to operate it. 'It'll 
probably come In 
handy,' he mused 
as he slipped II on. 



DEEP-SEA DIVING 
took on a whole 
new meaning as 
the pair plummeted 
towards the sea 
bed. Pressing the 
bracelet's button a 
second time 
caused Glames' 
bonds to snap as 
jewelry inflated. 
Glames swam 
towards the girt 
and quickly untied 

her before 
swimming for the 
surface. With lungs 
bursting the two of 
Ihem made it to 
the top where a 
small dinghy 
awaited. 



Ueloone to our add*, ••nor, Ths> rtouenant for 
tho Liberation of Santa Par sou* Mo owe • lot to 
you wou have just saved the life of the/ node* of 



you, wou have just saved 
PrsedoWtts rlenloue She 
ds n esli th* irooster that 



Ufa of the nsdea of 
our only hoe* to 
sis for her unci*.* 



FOLLOWING a restful journey Glames found himself In a small 
junglo hut. facing the leader of the local guerrilla resistance. 
The girl turned out to be General Manlgua's daughter and the 
current General turned out to be an Impostor. The guerrillas 
were planning lo make an attack on the palace in an attempt to 
rescue the real General. What's more they Invited Glames to 
join them. How could he refuse? 



HAVING 

masqueraded aa 
the evening's 
entertainment for 
that night's ball, 
Glames found 
himself sneaking 
around the 
corridors of the 
palace. The best 
place to look for 
clues would be the 
General's study, 
but that was 
several floors away 
and each staircase 
was locked. 
Fortunately, there 
were lockable 
revolving doors 
everywhere. If only 
Glames could trap 
some of the 
guards... 




THE ONE 



NOVEMBER 1990 



EVENTUALLY Glames found the study and 
quickly located the sate. Attaching the 
safe-breaking box had the desired effect 
and the Operation Stealth documents 
ware back in his possession. He might 
have kept them too il it hadn't been tor 
the two KGB goons that had sneaked up 
on him. But as luck would have it Glames' 
double Otto turned up. Document in hand, 
one of the KGB agents jumped out ot the 
window. Glames quickly followed. 



THE KGB agent jumped on one of two 
jet-skis and sped off. Glames, In hot 
pursuit, took the other there was no 
way he was going to let the Red devil get 
away this time. Avoiding the sharks was 
tricky enough but once Glames had 
caught up with... Karpov was it?,., and 
snatched the documents, he then had to 
contend with Otto s jet-skiing goons. 
Luckily Glames' rendezvous was surfacing 
nearby. 



SO, OTTO was working for SPYDEH and 
they were behind the Stealth s hijacking. 
The KGB had gotten wind and were just 
looking to capture it themselves but 
Glames had prevented that. Now all that 
was left was to get the Stealth R&D had 
come up with a couple of extra gadgets: 
some cigarettes that were definitely bad 
for someone else's health and a compact 
disc that could control the Stealth's 
computer systems. 




THE STEALTH'S radar signals had been 
picked up under the water, so Glames 
once again took a diving trip, this time 
with breathing equipment. While diving 
towards the bottom his toot got caught In 
some elastic trapped in a piece of 
seaweed. After freeing him Glames took 
in the sights, sharks, fish, palm trees... 
PALM TREES? On closer inspection one 
of them revealed a small button that 
opened a cave on the sea bed. 




THE CAVE opened out Into a small tunnel. Removing his diving equipment, Glames 
made his way towards the circular hatch in the tunnel's ceiling. Slowly turning the 
locking wheel, he pulled open the hatch to reveal an iron ladder stretching upwards. 
Wasting no time Glames climbed until he emerged in a large hangar. Sifting across the 
hangar, engineers scurrying around it, was the one thing Glames had hoped to see 
more than anything: the Stealth plane. 



IVANHOE 

BEGIN PLAY then pause the action. 
Type JC IS THE BEST (including 
spaces) to activate the cheat mode, 
then unpause' to continue. Now 
pressing N advances you a level, 
DELETE kills all on-screen enemies 
and CONTROL kills the Boss in the 
bonus stage. 

GHOULS N' GHOSTS 

WHEN the 'credits' screen appears, 
type DELBOY. Now the next time you 
play it will be with complete 
invulnerability. 



NINJA SPIRIT 

BEGIN PLAY then pause the action 
with F9. Hit CAPS LOCK and then 
hold down the CONTROL and SHIFT 
keys simultaneously to activate the 
cheat mode. The game will reset itselt 
and you will now be invincible. 

KLAX 

BEGIN PLAY then hold downeither of 
the SHIFT keys and SPACE together. 
Now press any key from 1 to 4 for 
different helpful effects, including 
infinite credits and even a free ticket 
straight to level 100! 

BACK TO THE FUTURE 
PART II 

GREAT SCOTT! Pause the action at 
any time during play and type THE 
ONLY NEAT THING TO DO (inc- 
luding spaces). The game will reset, 
indicating that the cheat mode is 
active. Now you now have infinite 
lives. 

PRO TENNIS TOUR 

IF YOU serve from the near-left 
quarter of the court into the far right 
you can Ace your opponent every 
time. Simply place the cursor as far 
into the bottom-right corner of his 
service area as possible and the ball 's 
impossible to return! Thanks to John 
Wilks of Cornwall and about a 
thousand other The One readers for 
that advice. 

DYNAMITE DUX 

ON THE title screen, type CHEAT to 
activate the cheat mode. You can now 
press keys F1 through F6 to play any 
level you wish, with infinite lives 
thrown in for good measure. Alterna- 
tively, type NUDE during play to be 
transported straight to the end-of- 
level boxing round. 

SKIDZ 

DURING PLAY, hold down the 
firebutton and the ALTERNATE key 
together, and hit C to activate the 
infinite everything cheat mode. Alter- 
nately, hit M instead of C toskip levels. 



KID GLOVES 

BEGIN PLAY then pause the action. 
Type RHIANNON, followed by F9 to 
activatethecheatmode. Now the next 
time you play not only will you be 
invincible, but you will also find that 
the function keys do 'sexy' things. 

SIMCITY 

DURING PLAY, hold down CAPS 
LOCK and type in MONEY to have 
1 0.000 dollars added to your account. 
But don t get too greedy. . . Over-use of 
this cheat can cause the game to lock 
up. 

SONIC BOOM 

ON THE high-score table, enter 
DOUGAL. The next time you play you 
will find that... 

F1 Increases Energy 

F2 Awards A Full Drone Squadron 

F3 Skip To Next Level 

SUPER CARS 

ANY ST owners who tried to enter the 
name RICH to get loads of cash are 
sure to find themselves out of luck. 
The reason being that RICH only 
works on the Amiga version. To get 
results on the ST, simply enter your 
name as POOR instead. 

NO KIDDING! 

HERE you go. . . the codes to help you 
make it through Electronic Zoo's 
Prophecy I: The Viking Child with 
the minimum of fuss. 

DENIS 

The Forest 

THE BLIZ 

The Bridge 

SHARKMAN 

The Labyrinth 

NYMHARSW 

The Desert 

RAINBOW ISLANDS 

ONE FURTHER snippet of advice 
that may come in useful... Not a lot of 
people know that Rainbow Islands 
has a Difficulty Level counter. Its 
value is increased by one point when 
you complete a Round, enter a Secret 
Room or enter any of the above 
codes. You have been warned. 

F-29 RETALIATOR 

ON THE Duty Roster, enter your 
name as (including spaces) THE 
DIDY MEN (author Digital Image 
Design's own test mode). Now not 
only do you get infinite weapons, but 
hitting ENTER causes your plane to 
land automatically! 
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FREE 
CATALOGUE 
DISK WITH 
EVERY ORDER 
OVER 
£10 



AT TIME OF GOING TO PRESS, 



AND TITLES SUBJECT TO CHANGE. 



Oulsidn Europe 
Shipping coals avb 
tl 00 par disk lot normal an mail 
£3.00 pet disk lor sup's** a- mall 



99 




mph 

COMPUTER SPECIALIST 

10 Chandlers Court, Eaton, Norwich, NR4 6EY. 
Telephone: Norwich (0603) 503382 




ie to 



DISKS! DISKS! DISKS! DISKS! 



10 3.50" DISKS + CASE 

253.50"DISKS 

503.50-DISKS 

100 3.50" DISKS 

80 CAPACITY BOXES 



£6.75 
£15.00 
£28.00 
£54.00 

£6.50 



105.25"DISKS + CASE 

255.25-DISKS 

505.25-DISKS 

1005.25"DISKS 

100 CAPACITY BOXES 



£3.80 
£9.00 
£17.00 
£32.00 
£6.50 



ALL DISKS COME WITH 2 FOR 1 LIFETIME GUARANTEE: 3.5" MADE BY SONY. 



CALL FOR PRODUCTS NOT 
LISTED 



WE CAN OBTAIN ANYTHING 
WITHIN 
48 HOURS 



ST PD CATALOGUE 
DISK C1.00 



GAMES 



RRP MPH 

£19.99 C14.50 
£24.99 £18.50 

MOST RELEASED GAMES IN STOCK. 
NEW GAMES SENT ON DAY 
OF RELEASE. 



ATARI LYNX 
NOW ONLY 
£157.99 



LYNX GAMES 
RRP MPH 

£29.99 £22.00 
£34.99 £25.50 




UTILITIES & BUSINESS 
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MICROSMART MEGA DEALS! 



Hair Meg Upgrade! 
512K Upgrade inc. clock with 
II Came From The Desert 54.99 
5 1 2K Upgrade inc clock with Gold 
The Realm £49.99 
51 « Upgrade Inc clock 
Dragons Lair £69.99 
51 2K Upgrade Inc clock with Ace £89.99 
51 2K Upgrade Inc. clock 
Dungeon Mailer £69.99 
51 2K Upgrade inc. clock 
Manhuneer 2 £69.99 
Noksha Mouse inc mouse and mouise house and 
D. paint £26.00 



EDUCATIONAL 
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MICRO SMART + TOP 50 CHART 



Bomber Mission Disc 

Budokan 

Castte Master. 

Chase HO 



.113.99 LastNinjal 



El 6.99 

£14.99 

X 16.99 

£18.99 

£23.99 

£26.99 

£26.99 

-—-.-£16.99 



Chess Champion 21 75-.-.. -— 

Codename Iceman 

Colonels Bequest 

Conquest ot Camelot...... ..... . 

Corporation 

Damocles £14.99 

Dragons Breath. — __ £18.99 

Dynasty Wan £16.99 

Emlyn Hughes Soccer £12.99 

Escape from Singes Castte -.£26.99 

Escape Planet or Robot Monsters, -...£13.99 

F-29 Retailor. £16.99 

Fire And Bnmstone £16.99 

Flood £16.99 



E16.W 

Leisure Suit Larry 3 £26.99 

Lost Patrol £16.99 

Manchester United. £14.99 

Manhunter in San Francisco (1Meg)._ £19.99 

Midnight Resistance - -£16.99 

Midwinter 

heuromancer 

Operation Thunderbolt-.... 

Pipe Mania — — — ., 

Player Manager _„.._.._.„_ 



£16.99 

£16.99 

£14.99 

£11.99 

Projectyle £16.99 

Rainbow Islands £16.99 

Red Storm Rising £16.99 

Shadow Warrior. £16.99 

Space Ace- £26.99 



Hero's Quest (1 M*g>~ 
Imperium.. 



.£23.99 



International 3D Tennis. 
Iron Lord 



i 16.99 
.£14.99 



Space Quest 11(1 Meg).. 
Super Cars (Gremlin)... 

Their Finest Hour 

The Plague- 



.£16.99 Turrican. 



It Came From The Desert (IMeg).. 

Kick Off 2 -World Cup 

Kings Quest 4 

Klax 



£16.99 

-.£15.99 

£22.99 

—..£9.99 



T.V. Sports Basketball.. 

Ultimate Golf 

Unreal 

X-Out 



..£22.99 
.£16.99 
..£19.99 
..£14.99 
..£13.99 
.£14.99 
..£16.99 
.116.99 
.£13.99 



SPECIAL OFFERS • SAVE £££££ 
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COMING VERY SOON!!!!!!!! 
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THE ULTIMATE COLLECTION 
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ACCESSORIES 



40 Lockabie Disc Box- 

80 Lockabie Disc Bo> 



.E5< 



Amiga 4 Flayer Adaptor _____ 

Amkjc 500 Dust Cover. 

Boi 10 Bulk Discs. 

Box 10 Sony Branded Discs.— .... 

Cheetah 125*. 

Commodore 1 0SS Stereo Monitor. 
Contriver Mouse 



.....£7.99 
-..£7.99 
„..£4.99 
—.£6.99 
._£9.99 
.-.£7.99 
.£249.99 
HUM 



Cumana External Drive. 

Otsc Cleaning Kit. 

Mouse House 



Mouse Mat 6mm. 
Naksha Moum 



.£3.99 
.£3.99 
.£3.99 



.£2tCC 



Navigator with Autotire_ 

Pro 5000 

Quickly Jettiglrter 

SpeedkingwrthAutolire.. 



.C'0.99 
.£12.99 
.£12.99 
^.£9.99 



MAIL ORDER 



0908 564369 



Amiga A500 Screen Gems Pack 
£399 inc VAT & Next day courier 

Screen Gems Pack Includes: 

Amiga A500 512K keyboard with built In 1 meg 
disk drive • Free TV Modulator worth £24.99 

allowing you to use the Amiga with a normal TV 

• Joystick, mouse mat + 10 blank disks, mouse 
+ mains plug • Amiga basic, Amiga extra's 13 

workbench 1 3 PLUS Amiga step by step tutorial 
• With a further tour new releases • Shadow 
Beast II, Back to the Future II, Nightbreed and 
Days of Thunder 



AMIGA A500 CLASS OF 
THE1990's BUSINESS + 
EDUCATIONAL PACK 
£499.00 inc VAT & next day 
courier 

FEATURES 

Amiga A500 TV Modulator* Midi Interface- 
Software • Kind Words 1 1 wordproc'or • Page 
Setter DTP • Super Base Personal Database • 
Maxplan 500 spreadsheet • Amiga Logo BBC 

Emulator Deluxe Paint 11 • Mouse mat 10 
Blank Disks and disk wallet 



Amiga A500 Screen Gems Pack 
£399 inc VAT & Next day courier 

Screen Gems Pack Includes: 

Amiga A500 51 2K keyboard with built in 1 meg 
disk drive • Free TV Modulator worth C24.99 

allowing you to use the Amiga with a normal TV 

• 10 free games PLUS software has a potential 
rrp of C200 • Joystick, mouse mat * 10 blank 

disks, mouse * mains plug • Amiga basic, 
Amiga extra's 1 3 workbench 1 3 PLUS Amiga 
step by step tutorial • With a further four new 

releases • Shadow Beast II, Back to the Future 
II, Nightbreed and Days of Thunder 




AMIGA A5O0 SOUND & VISION PACK 
£399 Inc VAT & next day courier 

Bat Games Pack includes: 10 free games inc 
Blasteroids, Wizball, Menace, Buggy Boy • 
Amiga A500 512K keyboard with built in 1 
Megabyte Disk Drive. • Free TV Modulator 
worth £24.99 allowing you to use the Amiga 
with a normal TV • Deluxe Paint 1 1 Graphics 
Package • Shadow of Beast ll horizontal 
games software • Back to the future 
jn software • Nightbreed state of the 
action • Free joystick, 
mouse mat and 10 blank disks • Amiga Bask: 
Amiga Extras 1.3 Workbench 1.3 PLUS the 
Amiga Step by Step Tutorial • All leads manuals 
PLUS Mouse and Mainsplug • PLUS Days of 
Thunder serious fast action games software 




Amiga A500 512K keyboard with built in 1 meg 
disk drive e Free TV Modulator worth £24.99 
allowing you to use the Amiga with a normal TV 
• 1 0 free games PLUS software has a potential 
rrp of £200 • Joystick, mouse mat + 1 0 blank 

disks, mouse * mains plug • Amiga basic 
Amiga extra's 13 workbench 13PLUS Amiga 
step by step tutorial * With a further four new 
releases * Shadow Beast II, Back to the Future 
II, Nightbreed and Days of Thunder • PLUS 
Second to none graphical pictures with 4096 
colours and stereo sound including lead for the 
ST or Amiga. £599 inc VAT ■* next day courier 



HALF MEGS -Quality four 

chip ram board with 
complete utility disk support 
with software on/off switch. 

AMIGA + ST DRIVES -A 
powerful 880K formatted 
drive with an external on/off 
switch, anti clicking and 
daisy chain facility 



MONITORS 

Commodore Amiga A1084 Stereo 
Monitor inc lead E269.00 

Phillips CM8833 stereo colour monitor 
inc lead for ST or Amiga..™ E259.00 

4096 coloured stereo monitor with first 
class reproduction including leads for 
ST & Amiga ™ £259.00 



Naksha Mouse - Quality 
micro switched, accurate 
Amiga ST OR Amstrad PC 
Mouse 

Contriver Mouse - The 
perfect direct replacement 
mouse for the ST or Amiga 



PRINTERS 

Star LC24 1024 Pin incl lead ST/ 
Amiga £249.00 

Star LC10 including lead for ST/ 
Amiga £169.00 

Star LC10 colour including interface 
lead for ST/ Amiga £219.00 

LC1 0 - The most po:ular letter 
quality printer on the market only 
£219.00 with all Amiga + ST leads 



0908-564369 



MICROSMART 24HR HOTLINE (24HRS) TELEPHONE 0908 564369. 



TITLE 


COMP 


PRICE 


Have you ordered from us before? YES NO 
NAME : 














ADDRESS : 
















TEL NO: 


TOTAL 


COST £: 




Pleas* a*nd this to Mlcroamart, 125 High St, Stony Stratford, 
Milton Keynes. MK11 <AT 



ADVERTISEMENT 



( ( Just what a game should be: looks good, ) ) 
sounds good, and plays like a dream. 




The 3D vector graphic* system )■ 
Sirnulcra I til MM ioli< lilted 30 
graphic! with shadow* and light 
loteniily surfaces. Ike system allows 
solid and wireframe surfaces lo be freely 
mind. SUppln and transparont/Msil- 
Iransparant surfaces are also ornploynd. 

The fane cotio runs up to B2 non player obpKts « 
the mag. Ilia pasta cycle rale and the ¥iaw cycha an 
Indapeflfleal to Out gam Una caa ba kept more or less 
corutaril r.fw It Uh drap4>y rata ti Uov«d onwn 

Saaelal eiplaaloa attach ire achieved using a h. 9 m, 
efficient particle controller that Indftidiialh/ mom up to 
100 pamcla*. DolJiMta* a pan IMajajoawtth i bang! 

Stoiutera tans a arid baaad men simitar lo 

. 'Monk squares, 
introducing groundless* 
and flight action 



bimuicra 
verging on the 
awesome, conjuring up 
Immediate comparisons with the classic Virus. 
Your SRV rotates 360 degrees ana can fly 01 
drive. The rotation and shading are excellent 
and the game has a great feeling ol speed. 
Balfe is last and furious and you can power up 
the SRV with loads ol goodies including speed- 
ups, radar, tire and lorget missiles, target 
display systems, shields, and extra lives. 



Chris Money, ACE, OcloOer 1990 

By Gratlgnk) 






MICR0STYLE hurl you into the 
computer war of the future 
and produce a red hot 3D 
shoot-em-up as an 
incentive... 

Cytjerscape rules in (he far future, where even 
war is played out inside massive computer 
simulators A particularly unpleasant virus has. 
lowever, had the effect ol projecting the A 
combat into Ihe real world and as a result you 
have hordes of Dioodthirsly sirnulcrat! pilots 
wreaking havoc all over the place. Your objective is 
lo enter Ihe battle matrix' and destroy the other 
craft as well as the matrix itself 

You control a sophisticated Suface 
Reconnaissance Vehicle (SRV) with swing wings 
that give it limited flight capabilities. You drive your 
SRV around Ihe matrix, encountering every so 
often a Ihm red line that denotes an energy barrier 
beyond which you cannot pass. You must then 
locate the relevant energy protector and destroy it, 
which will lift the banter and allow you lo proceed 



To add variety to an already eiclliag 
game. MKrostyie lam thrown in a wide 
varlelf ol enemies. Ftral, aad ami 
common, are ma laser turret* that 
slowly *woeo "t ■ conflate circle until 
Ihey »c* onto you, wt u reapnai th*y fire 
viciously. Various ground aid air attack crelt, tuck as 
leaps and small lank*, race around (be walkway*, 
hanhls-lry aoaajiag only Me shot lo kill. Then you react 
Ike aievartank* - (turn can eaty be kHW wilti ■telle*, 
eut taken atari eipioda In On mot! satisfactory way yet. 
by first electing We gun turret and Urn collapsing in an 
trwmnrres wrBi a terrific sound effect. 

Throughout the game yon arte have access to a nap 
screen for strangle planning - and there * also a neat 
power-up that gives yea skort range 
mapping: radar facilities while 
you're mouanj. 





result Is a last 
paced 3D shoot-em-up 
that is slightly similar to Resolution 101 in 
gameplay terms but Wends in elements of 
Falcon and Virus as well, in addition, the grid 
construction introduces a maze element 
Sound effects are superb and add to the 
sensation ol speed. There's also a wonderful 
mtro sequence. 

Just what a game should be: looks good, 
sounds good, and plays like a dream. 



Here at MicroStyle we couldn't think of anything 
more to add to Chris Morleys' review for Octobers 
edition of Ace. 



RELEASE DETAILS 

ATARI ST £24.99 OCT 90 

AMIGA £24.y9 OCT 90 

No offer versions planned 

All excerpts quoted by kind permission of Ace 




THEQNE 



James 
Pond: 

Underwater Agent 




Vectordean has created the cutest and 
wettest secret agent ever. Laurence 
Scotford tries to earn his licence to gill. 

THERE'S SOMETHING fishy going on in the world's seas. 
The sole-less inhabitants of dry land are putting the 
environment at risk and only James Pond, Undorwatet 
Agent, can put them in their plaice. So, putting his trust in 
cod, plugging in his herring aid and humming a tuna two, 
James sets out to save the seas 12 times in a roe. 

Pond's orders are to go out into the wide ocean and fight 
to the fin-ish with the enemies of sea-hind who have caused 
all manner of havoc from pollution to seal abduction. Each 
mission must be completed before he can embark on 
another, but by returning home he can pick up all sorts of 
useful gadgets to help him. 

James" only defence is to blow bubbles at the mutated 
creatures ready to attack him at every turn. The slightest 
contact with any of these and he will need the attention of a 
sturgeon. No problem though. Pond is so tough he can 
make even a whale blubber, 

To completo his missions Pond has to spend some time 
on dry land, where he tackles even more formidable foes 
before plunging back into the ocean to once again give 
porpoise to marine life. 



JAMES POND. UNDERWATER AGENT 
features lomt of the cutest, most 
colourful graphics seen lor some time, 
and plenty ot frantic action to boot. 




REVIEW 



JAMES 
PONO: 

UNDERWATER 
AGENT 

Vectordean 
And Millennium 



PRICE £24.99 
OUT Now 
GRAPHICS 93% 
SOUNO 88% 
PLAYABILITY 87% 
VALUE 80% 

OVERALL 



86% 



PRICE 
OUT 



£24.99 
Now 



IBM PC AND 
COMPATIBLES 

[ N'A 



BY RETURNING down the pipe he emerged from when he began the level James can 
get home. Here he can put on any special objects he might require for the current 
mission, like the goldfish bowl for the seal rescue or the torch for the Atlantis misalon. 



THINGS TO SEE IN THE SEA JUST WHAT the doclor ordered for prospective Underwater Agents... 




JAMES POND 

THE ONLY 
underwater agent 
with a licence to 
bubble. 



ESKIMO 

THE LAST man on 
Earth with a Parka 



POLAR BEAR 

BIG, bold, and very, 
very cold 



DOG FISH 

DON'T get collared 
by this doggie 
paddtor 



TURTLE 

NEITHER a nmja 
nor teenage. 



LAGER LOUT 

THE MACC Lads on 
holiday 



CAP'N HOOK'S 
GHOST 

THE ORIGINAL 
shocking spiritual 
seaman 



DIVER 

WILY wally In a wet 
suit 



IN MOST OF THE 
missions James la 
required to move 
Items like dynamite 
or Ionic wasle 
canisters. This can 
be a laborious 
process since he 
can only carry one 
item at a time, in 
other missions he 
has to lead 
afflicted sea 
creatures to safety. 




86 
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ON EVERY 
MISSION there are 
secret rooms to be 
found. These 
contain either 
bonuses, like the 
one seen here, or a 
collection ot 
particularly nasty 
sea monsters. 
Trouble Is, James 
only has a short 
amount of time to 
spend in each 
secret room. 




REVIEW 



THEONE 



NOVEMBER 1990 




TAKE TOO LONG 
completing a 
mission and you 
are plagued by ■ 
'Hurry -Up' 
creature who looks 
something Ilka the 
aquatic equivalent 
of Columbo. Thla 
little guy In a dirty 
raincoat follow* 
James around and 
trkts to drain his 
energy. 








mil. 
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IN SOME 
MISSIONS James 
has to take to dry 
land. Me can spend 
a short time out of 
the water but II he 
stays too long he 
starts losing 
energy. Careful 
liming la of the 
essence. 





AQUATIC ANECDOTES 

FIVE fishy ihlngs to tickle your palate. 
AN ORGAN possessed by fish but not by 
any other creature Is the swim bladder. 
This Ii an Internal sac that provides the 
fish with buoyant lift 

THE DEPTHS of the oceans are the last 
places on Earth yet to be eiplored by 
man. It's thought likely that the deepest 
ocean trenches contain species we have 
yet to come across. 

FISH ARE among the oldest llfeforms on 
Earth. Jawless fish first appeared In the 
Palaeozoic Era over 400 million years ago 
(man has only been on the scene for two 
million years). 

SEVENTY -ONE per cent of the Earth's 
surface Is covered by water. The Pacific 
Ocean alone covers 33 per cent of the 
world's surface. 

THE DEEPEST part of the ocean Is the 

Challenger Deep, part of the Marino 
Trench. This la M, 022 metres below the 
surface (almost seven miles). By 
comparison, the summit of Mount Everest 
Is only 8,848 metres above sea level. 



A FISHY TALE 

VECTOflDEANS 
Chris SorreD began 
work on James 
Pond bach in April of 
this year "l thought 
it would bo nice to 
do a cute game with 
a green aspect 
without being loo 
heavy about it* he 
says. 'II began life 
as Guppy because 
the main character 
looked l*o one. 
Millennium then 
came up with the 
Bond idea.' 

Pond was put 
together on 
Vectordean s Mega 
ST using Hisoft's 
DevPac. while I he 
Rainbow 
Islands-inspired 
graphics were 
created with DPaint 
HI Chns thought 
that Rainbow was 
nice and simple but 
a bit loo bland He 
wanted to do 
something similar 
but with more detail 
and a lot of humour 
Chris will probably 
be involved in any 
console 
development of 
James Pond, but 
beyond that he 
hopes to start work 
on a game inspired 
by the film Aliens 
And how about a 
sequel lo James 
Pond? Yes, it s 
almost a certainty 
that the little leflow 
will be making a 
ropoat appeal a nee 
before loo long 




James Pond is one of the cutest games ever 
seen. The animation of James and the other 
creatures is superb and often amusing. The 
action is essentially 'of the collect the objects 
to escape the lovel while avoiding 
adversaries' variety- Secret rooms and variations on the 
basic (heme {like leading beleaguered fish and seals to 
safety) add lo (he appeal. And four different ditties or 
suitably silly sound effects help jolly along the 
proceedings. The difficulty level is just about right to 
start with bu( some of the later missions require some 
pretty impressive joystick juggling and will probably 
need several attempts to complete. James Pond won't 
hold youratteniion once all 12 missions are successfully 
completed, but for a few weeks at least you should be 
hooked. 

The ST version looks nearasdammit iden- 
tical to what's seen here. And it plays the 
same too. There are some soundtrack 
differences, but otherwise it's every bit as 
entertaining. 



ST 



PC 



There are no plans at present for a PC 
version. Whether or not it does eventually 
make it will depend on the reception the first 
(wo versions get 
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PUZZNIC 

Ocean 



ATARI ST 
PRICE £2499 
OUT December 
GRAPHICS 65% 
SOUND 60% 
PLAYABIUTY 90% 
VALUE 85% 

OVERALL 

88% 



AMIGA 

PRICE £24.99 
OUT December 



IBM PC AND 

COMPATIBLES 

N/A 



BLOCKBUSTERS 

DID YOU KNOW 
just how useful 
the word block' 
is? II can mean... 
A solid piece of 
wood, stone, or 
metal for chopping. 
A device for 
mounting horses. 
A support on which 
people are 
beheaded. 
A large building 
with offices or 
flats. 
A group of 
Buildings boundod 
J by streets. 

An obstruction. 
Mental resistance. 
A section of seats. 
A group of shares. 
A piece of wood or 
metal engraved for 
printing. 
A pulley mounted 
In a case. 
And many more! 



Laurence Scotford takes a look at 
Taito's chip off the old block... 



TETRIS has L ocome something of a household name and 
has been the inspiration for a whole host of other puzzlers, 
including Klax, PIpeMania. Atomix and Plotting Now we 
have Puzznic. 

No one seems to be particularly bothered by this trend, 
but why should they be? Games of thistype more often than 
not have a high degree of payability that is too frequently 
absent in audio-visual extravaganzas. Puzznic certainly 
lives up to this expectation. It. like Ocean's previous puzzle 
release. Plotting, began life as a Taito coin-op. 

The basic idea is to eliminate blocks by matching up their 
patterns in horizontal or vertical lines before your time runs 
out. It sounds easy enough, but when you have odd 
numbers of blocks with their motion impeded by moving 
platforms or solid walls then matching them up becomes a 
little trickier. 

Having played through thefirst set of easy puzzlesyouare 
given the option of playing one of two or more differentsets, 
so if you become stuck on one particular puzzle you won't 
necessarily be prevented from progressing. 

THIS EARLY level looks quite simple - and, indeed, most 
people should have no trouble In completing It, A bit of thought 
however will show that there are some extra points to be 
gained like this... 

FIRST CLEAR the 
way by moving the 
yellow diamond 
onto its partner. 




gaga 





NOW DROP Ihe 
red ball Into place 
to clear all three of 
them at once. 




HERE'S the 
important bit: slide 
the blue K across 

first,.. 




NOW ALL you have 
to do Is drop the 
block with the 
cube next It's 
partner and the 
whole set-up 
topples like 
dominoes leaving 
you with a huge 
score I 



u 





THE VERY FIRST screen wouldn't be much of a challenge to a 
smart five-year okf: Just match up the easily accessible pairs In 
a few seconds and it s done. Don't let this lull you Into a sense 
of false security though. The later levels are frustrating In the 
extreme. 




y'jrjrsf/.'svrj. 





AS YOU get further Into the game things 
start hotting up with moving blocks and 
more obstacles to contend with. So, as 
well as exercising the old grey matter In 
working out how to solve a screen you 
also have to call on your arcade skills rt 
you ere to survive. 

ONCE you complete the Initial warm-up 
siage you can choose a route (OulRun 
style) through the remaining stages. Each 
stage contains four levels, so to complete 
a game you must play a total of 32 levels. 



n 



i 
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Puzznic is a sort of cross botween Taito s 
previous puzzler. Plotting (in which you had 



a to eliminate blocks by firing at them with a 
block carrying the same pattern), and 
Thalion's Atomix (molecules are constructed by placing 
individual atoms in the right place). And just like those 
two, Puzznic has that elusive 'one more go' quality. Also 
like Plotting, Puzznic works on two levels. You can begin 
by simply aiming to complete each stage, and once you 
have discovered a basic solution you can go backand try 
to maximise your score by eliminating several blocks 
simultaneously. Beginners will be able to play through 
enough levels to keep their interest high, and with 130 
screens on otfBr there's plenty of challenging fun to be 
had. 

□ Puzznic will have Amiga owners burning the 
midnight oil. too, although they won't notice 
any differences in the presentation. 

It looks like PC owners will be missing out on 
thisone.justas they did with Plotting. This is 
a shame as it would work well even on slow 
machines with monochrome video. 



PC 



Experience MUDS, the 
ultimate sporting event for 
all tacticians, managers, 
coaches and roughnecks. 
Lead a team of 1 3 condem- 
ned compulsaxy players 



THE 
ONE 



£8 * 



AVAILABLE FOR AMIGA - ATARI ST - IBM PC 



ght your 
ulation ever on a com 



. bite. 
! sports- 
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arts 




RAINBOW ARTS 

As a manager you look after the team funds, book hotels in 
the cities you visit, pay for drinks and try to bribe the 
opponent. 

As a coach you train your team in the best strategies, 
tactics and fighting-moves to throw the other team on their 

backs 

DISTRIBUTED IN THE UK BY SOFTCOLD 
7-6 BURN11AM TRADING ESTATE, LAWSON ROAD. DARTEORD. KENT DAI 5BH 
TEL 0322 92513/18 FAX 0322 93422 



16 cities, to visit, each presenting different challenge. 
16 alien races, each with their own characteristics. 
1 or 2 players, team mode or against each other 
.. easy to use mouse and joystick control 
Outrageously runny manual with lots of tips! 



REVIEW 



LOTUS 
ESPRIT 
TURBO 
CHALLENGE 

Magnetic 
Fields And 
Gremlin 
Graphics 

AMIGA 

PRICE £2499 
OUT Now 
GRAPHICS 86% 
SOUND 80% 
PLAYABIUTY 91% 
VALUE 85% 



OVERALL 



THE ONE 



NOVEMBER 1990 



89% 



ATARI ST 
PRICE £24 99 
OUT Now 




Kati Hamza burns rubber with Grem- 
lin's racy racer. 

NIJEL Mainsail. Mickey Louder. James Haunl.Thenames of 
the greatest heroes ot the grand prix circuit are on 
everybody's Hps. They have won hundreds of races and set 
the world's fastest track records in return for fame, fortune 
and sponsorship. But there'sone prize that even thesegreat 
rubber-burning giants would swap all their trophies for: a 
Lotus Licence. 




IBM PC AND 
COMPATIBLES 

PRICE TBA 
OUT 1991 



THE ULTIMATE lashion accessory... It's 
loan, It's mean and It's a lot taster than 
your average mini. Apart from the mouse 
which comes with compulsory automatic 
transmission, there are two different 
joystick control methods to choose from. 
It all depends whether you prater using 
the tire button lo accelerate or change 
gear. In both cases computerised 
gear-change is optional. 



To get it Ihey have to master 32 tracks worldwide. And it's 
not enough just to finish the race. They must make it into the 
top 10 every time if they don't want to bedisqualified. As the 
season starts everybody's laying their bets. Will Ayrton 
Sendup beat Alain Phosphate for the championship yet 
again? 

Not if you can help il... 



Lotus Esprit Turbo 




15 IT likely that a terror ot the track would 
brave the world's most dangerous circuits 
without an in-car stereo? Nc way. Me d 
obviously pick a model rather like this one 

which comes packaged with tour 
different tunes to rock, roll and rip up the 
track to. 



DEPENDING on 
which difficulty 
level you pick there 
are five, 10 or 15 
races to run in one 
sitting. Vour place 
on the grid is 
determined by the 
position you 
achieved in the last 
race, reversed: It 
you came first you 
begin the next 
round rather more 
modestly In 20th 
place. 





THERE are distinct 
advantages to 
playing In 
two-player mode. 
Only one has to 
make it into the 
lucky top 10 tor 
both of you to run 
the next race. So. If 
you lose your 
concentration for a 
couple Of seconds 
If doesn't mean 
that the whole 
season's down the 
pan. 




YELLOW spanner 
signs by the side 
of the road mean 
you are almost 
level with the pita. 
Some circuits ate 
too long for a 
single fuel tank, so 
you have to refill. 
Timing is crucial. 

The longer you 
spend getting fuel 
you won't need, 
the more chance 
you have of being 
caught 



EACH OF the 32 International locations 
has its own distinctive scenery trees tor 
the north and sunny plains for the south. 
Most are kitted out with a selection of 
hazards: roadworks, rocks on the road or 
oll-sllcks. 
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sof 
on 
set 
me 
eat 
". a 



it's 
the 
the 
ton 
yet 




There are two factors no race game can do 
without: realistic 3D and tough track 
designs. Lotus Esprit Turbo Challenge has 
both. The first thing you notice is how well 
the hills, bends and obstacles twist and turn. There's no 
on-screen circuit map because you don't need one 
trackside pointers give you all the information you need 
to anticipate problems well in advance. The 3D is 
smooth and fast, and the controls are crisp and 
responsive. But what makes Lotus so much fun to play 
are the imaginative track designs. All those hairpin 
bonds, lethal chicanes, oil patches, barriersand rockf alls 
givelhecircuitsextra bite. Thoonly thing it could do with 
ts a little extra presentation: the front end is polished, 
with Lotus technical screens and a choice of four 
on- track tunes, but when you compote with the world's 
best it would be nice to have extra atmosphere (such as 
track layouts! and the option to save your records to disk. 
Even without them, it all adds up to a slick, technically 
impressive package. One of the best driving games of 
the year. 



ST 



PC 



In terms of speed, sound and gameplay 
there should bo no appreciable difference 
between the ST and the Amiga versions, 
though the screen si;o has been reduced a 

Gremlin is planning to release a PC version 
some time next year but there are no firm 
details as yet. 



Challenge 



WALKER 
BALLS 

MURRAY Walker, 
racing's favounle 
commentator, is 
renowned for his 
ability to turn 
language into 
incomprehensible 
mush. Here are a 
tew ol Murray's 
gems.. 

"YOU CAN cut the 
tension with a 
cricket stump." 

"HE'S IN Iront ol 
everyone in this 
race eicept tor the 
two in front ot 

Mm." 

-...INTO lap 53. the 
penultimate last 
lap but one..." 

"THE BATTLE Is 
well and truly on It 
it wasn't on before, 
and It certainly 
was." 

"HE'S WATCHING 
us from hospital 
with his in|ured 
knee." 

"IT LOOKS like 
adrenalin is a good 
disinfectant." 

"WARWICK has 
overtaken Alan 
Jones and, In the 
process, moved up 
a place." 

"AND NELSON 
Piquet must be 
furious with 
himself inside his 
helmet!" 




3 



GRAND PRIX CIRCUIT™ 

f Ight rush hour traffic with the 
worid'a fastest commuters. 
Slither and slide through tht 
corners of glamorous Monaco, 
blast down the straightway* ol 

Germany and snarl through 
the tunnels of Japan Uninhibited 
speed. Unchained exhilaration il 
only be found on the Grand 
Prix Circuit. 

4TH & INCHES™ 

It's time to start bultin' heads 

with the big boya. 
Winning at 4th & Inches will t;o\- 
all the speed, stamina and guts nl 
a top quarterback and Ihe tactical 
genius of a veteran head roach 
Remember this is the big time, 
this is real American Football, this 
u. 4th & Inches 
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FAST BREAK™ 



4th&Inches 

: 

It i* at 

Accolade 



Basketball anion ao lifelike 
yon ran almost feel Ihe elbows 

and floor burns! 
Fast Break is computer basketball 
with Ihree^jn-lhree full court play 
where you work oul Ihe Irani 
strategy 
Hear the sneakers bite (he court 
ft Up. OH the iron! Rebound. 
Fast Break! 




P.C. 
&29.99 

$19,99 




BLUE ANGELS™ 

Strap Id, lower the canopy, 
everything you've experienced 
In flight simulation la about to 

take a 360 degree roll. 
Piercing (be clouds on a wing 

and a prayer, performing 
precision manoeuvres that ilery 
the laws of physics, you will be a 

legend of the sky. 
Blue Angels - Fry where only 
angels dare 
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Some people just can't help acting on impulse... So what are you waiting for! Subscribe to The One. For £24. 
anyone in the UK can have The One delivered to their door, once a month for a year. The equivalent service for 
Europe costs £33 (Letter Mail) or £42 (Surface Mail). Air Mail delivery to The Rest Of The World costs £52. Seni 

Cheques. Postal or Money Orders to: The One Subscriptions. PO Box 500. Leicester LE99 OAA. Alternatively, 
Credit Card Owners can use the Subscriptions Hotline on (0858) 410888. Subscription Enquiries are answered or 

(0858) 410510. 



FULFILMENT: ALAN WELLS INTERNATIONAL. MEMBERLINE HOUSE. FARNDON ROAD. MARKET HARBOROUGH. LEICESTER LEI 6 9NR. 
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A SIMULATION OF POWER 
POLITICS AND GLOBAL WARFARE 
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PLATO: AN 
EXCITING RANGE 
OF STRATEGY 
GAMES FROM: 

•TWA 



IMPRESSIONS 



IMPRESSIONS 
RIVERBANK HOUSE 
PUTNEY BRIDGE APPROACH 
LONDON SW6 3JD 



W 



H 



5 T 



113 



IHF 
□ NE 



NOV 
1990 




TAKES YOUR BREATH AWAY" 
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INTELLIGENCE INDICATES - 
MEMBERS OF ENEMY 
HI- COMMAND ON CRUISER 
NEAR NORTH ISLAND. 
MIDDLE EAST. 



YOUR MISSION 
ENEMY CRUISER 



i 
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YOU WANT A REVOLUTION? . . . 

...YOU'VE GOT IT..! 

ROTOSCAPE combines the colourful 
detail of large sprites with the complete 
freedom to move around a background 
of polygon constructed landscapes. 
Watch in amazement as this detailed 
background zooms, scrolls and rotates 
\ through 360 around you, giving an 
f incredibly lifelike feel to the game. 
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THE FIVE hidden temples are each named 
after a jungle animal - Spider. Snake, 
Eagle, Ape and Lion Finding one Is a 
riddle In itself While some actually look 
like temples, others are deceptively 
camouflaged by the Jungle. Once Boots 
enters a temple, he cannot leave unt 
every jewel Inside has been collected. The 
jewels aren't difficult to locate, as they 
are most often found lying about on the 
ground It's getting to them that's the 
problem. Many fewels are placed 
seemingly beyond your reach, blocked off 
by obstacles, across wide ravines and so 
on, and only with clever use of your 
surroundings will you escape with a full 
bag of swag. 



WHEN all the Jewels m a temple are 
collected, the Temple God awards a pin 
for your voodoo doll, and a vital soecial 
power that comes in handy later - 
without all five special powers, you are 
lost. Since some powers are needed to 
reach temples, It's essential you complete 
them in the correct order, as dictated by a 
hidden clue in the jungle. 



VOODOO 
NIGHTMARE 

Zippo Games 
And Palace 
Software 



AMIGA 

PRICE £24.99 
OUT Now 
GRAPHICS 80% 
SOUND 79% 
PAYABILITY 84% 

VALUE 83% 

OVERALL 



Nightmare 

Do you believe in Voodoo? Cursed by a 
hyperactive Witch Doctor, Boots 
Barker's got no choice. Gary Whitta 
gets the jungle fever. 

INFIDELITY is a terrible thing - as Boots Barker just found 
out the hard way. While on a leisurely hot-air balloon trip 
over Drongombongo Land, he discovered that his wife and 
best friend {accompanying him on the trip, have been up to 
no good behind his back. Bui before he even had time to be 
stunned by the revelation, the two lovers pushed him over 
the edge and promptly flew off, leaving poor Boots 
unconscious in the jungle below. 

Awaking from his impact-induced sleep. Boots finds that 
his nightmare hasonly just begun. His head and upper body 
have been encased inside a gruesome Voodoo mask which 
won't come off, no matter how hard the poor old soul tries. It 
seems that the mask has been put there by an evil Witch 
Doctor who doesn't want Boots to leave the jungle. Ever. 

Boots, however, has other plans, and immediately sets 
off on his impromptu quest to remove the offending mask, 
defeat the Witch Doctor and ultimately escape from the 
jungle. Then perhaps he can sort out his marriage... 






TO GAIN access to the Witch Doctor's 
underground domain, Boots must 
Incapacitate him by sticking eight pint 
Into a Voodoo doll effigy. But first Boots 
has to locate ttve temples hidden in the 
jungle and solve their riddles. In addition, 
three special missions of goodwill must 
also be undertaken. 



AS you'0 expect, the jungle is crawling with all manner ol beastly beasts. Fortunately 
Boots didn't get his name for nothing, and his lethal Doc Martens can be used to 
stomp on any offending creatures. Other ob(ccts. available from the Jungle Shops, are 
more effective creature-killers, but the DMs have the added ability ot allowing Boots 
to jump. 



TIME passes qutckly in the jungle. The 
night-day cycle lasts only a couple of 
mlnutas (game-time), and each state has 
Its own ups and downs. Movement during 
the day can be treacherous, as the often 
deadly jungle creatures are out and about 
in abundance. During the night the 
animals go to sleep, making progress 
safer - but with the sun down, the 
decreased visibility means It's tougher to 
see your surroundings. 



IF VOU need a helping, chances are the 
Jungle Shops will give you It provided 
you have the jewels to pay. Romero's 
sells everything you could possibly need, 
Including machetes (to hack your way 
through the jungle), dynamite (for dealing 
with stubborn rocks that block your way) 
and, of course, the all-important voodoo 
doll. But Romero's is only open during the 
day - at night the Jungle Casino is where 
it's at. Here useful object i are gambled 
for rather than bought, and the stakes are 
high. 
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DAWN OF 
THE DEAD 

THE ORIGINS ol 
Voodoo are still 
shrouded in 
mystery. The 
answers lie 
somewhere on the 
small Caribbean 
Island ol Haiti, 
where the religion 
began and Is still 
going strong. 
Today more than 
90 per cent ol the 
Haitian population 
are learod 
believers ol the 
tabled religion. In 
the past, tyrant 
rulers Papa Doc 
and Baby Doc 
Duvalier have 
enioyed unofficial 
rule ol the island 
by surrounding 
themselves with a 
private army 
known as the 
tontons macoute 
travelling Voodoo 
magicians. Today, 
the main Voodoo 
activity is not 
slicking pins in 
dolls or conjuring 
up magic potions, 
but the practice of 
bringing people 
back from the 
dead Voodoo 
magicians are said 
to be able to revive 
corpses by 
weaving evil spells 
over them and 
turning them Into 
zombilied slaves. It 
may sound like 
mum bo Jumbo, 
but over the last 60 
years there's been 
enough proof to 
convince many I hat 
it's all lor real. The 
most lamous case 
dates back to 
1936. when a 
shabbily-dressed 
woman wa9 found 
wandering 
aimlessly like a 
zombie near a 
small tarm. When 
taken in and 
eiamlned. she was 
identified at one 
Felicia 
Felix-Mentor the 
sister ol Ihe larm 
owner. Medical 
records later 
revealed that 
Felicia 
Felix-Mentor had 
died ol a sudden 
illness and been 
buried 29 years 
previously... 
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EACH temple is guarded by the type of 
croature It's named after. And like the 
jungle Inhabitants, every one can put 
Boots in a world of hurt. You often have a 
tough time getting past the animals that 
guard the way to the exit. It's not wise to 
enter a lemple without some form ot 
protection against these wild aggressors. 




GET STUCK IN A 
MASK! 

Courtesy Of Palace Software 



POOH old Boots Barker may not be loo lond ol 
ha Voodoo mask, what with it being stuck on h-s 
head lor good and everything Bui her e' s a much 
more agreeable odor in the mask department 
We have frve (almost) genuine Horror Voodoo 
masks lo give away lo the kicky winners ol this 
compelil«on, along wlh an Alan ST or Amiga 
copy ol Voodoo Nightmare All you have to do 'S 
answer tnese three easy questions and send 
your entry (on a postcard or ihe back ol a sealed 
envelope and don I forget lo stale your format) 
to VOODOO NIGHTMARE. The One, Pnory 
Court, 30-32 Famngdon Lane, London EC1R 
3AU, to arrive no later man ihe ?8th November, 
1990 Thetirsilivecompietelyconecteniriesout 
ol the bag alter the closing dale win their senders 
a mask and a copy ol Voodoo Nightmare each 



THE QUESTIONS 

1 ) Wes Craven made a (dm about 
Voodoo. What was it called' 7 

A) A Nighlrnare On Elm Street 

B) The Serpent And The Rainbow 

C) The Hills Have Eyes 

2) Whal are practitioners ol Voodoo 
rumoured to be able to do? 

A) Revive The Dead 

B) Make Soup From People s Bones 

C) Grow Exlra Fingers 

3) What do you do with a Voodoo doit? 

A) Cuddle II 

B) Buy Accessories For It. Like Ken 

C) Slick Pins In II 



The Minora declaion ti final, and no corres- 
pondent:* will M eolered inlo Employee* ol £MAP 
and Palace Software. I halt Ittonoa and retaUvH am 
not permit! ad to enter. 




MOVEMENT through the |ungle Isn't as 
easy as it looks. The forced-perspective 
presentation has a habit ol concealing 
exits and pathways, giving the jungle a 
maze-like appearance. A map, which can 
be bought in pieces from the jungle shop, 
is essential. 




IN ORDER to obtain the three extra pins 
you need for your voodoo doll, three 
special tasks must be completed. During 
your tour ot the jungle you lind a baby 
Lion cub thai has lost its mum, a hungry 
Monkey and a sick native. For each 
arcade-style problem solved, a pin Is 
awarded. With all eight stuck in the doll, 
Ihe Wilch Doctor Is weakened and you 
can progress underground into Part Two. 
Provided you can lind Ihe entrance to his 
talr ol course... 





THE WITCH Doctor's lair Is guarded by armies of marauding 
skeletons which have a habit of pushing you Into unfortunate 
situations like over the side of a cliff. To make matters 
worse, llndlng the Witch Doctor Is another puzzle. A series ol 
doors throughout the maze must be opened by throwing levers 
in a set sequence. Even then, there's the Doc . . . 



I^flsS It's the sheer scale of Voodoo Nightmare 
j that impresses most. Five temples may not 
m | sound particularly elaborate, but each one is 
an adventure in itself, and with a sprawling 
jungle (that really does sprawl,, three additional tasks 
AND the huge underground labyrinth of Part Two. it's a 
real monster. In the classic tradition of Ultimata's 
pioneering Filmatlon games, the gameplay is well 
balanced between arcade-style action and some good 
old common-sense puzzle solving - and fortunately 
there's nothing too torturous lo put you off. The action is 
backed up by some exquisite graphics, particularly 
inside the temples, and a selection of suitable spooky 
tunes. The voodoo theme is carried throughout to good 
effeel, and a plethora of thoughtful touches (including 
an invaluable load-save option) all help to make the 
going easier. Voodoo Nightmare's a cracker, a lot of fun 
lo play, and not likaly lo lose its challenge for quite a 
while. 

Voodoo Nightmareon Ihe Atari is identical in 
all respects to its Commodore counterpart. 



ST 



PC 



Sorry, PC people, but Palace has no plans al 
present for an IBM-compatible version. 
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the planet Aplha Centauri. the HQ. of the federation now seek* a brave man lo 
lies ahead U unknown except that (he defences of (he HQ air strong and 
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• Six huge levels with numerous aliens and superb graphical backdrops. 

• A sprinkling of large aliens at each level wtlh mega-large end level aliens. 

• Dozens of extra weapons, satellites and support transporters, 
a Two player TEAM MODE 

• Ultra smooth vertical and parallax scrolling In numerous colours. 

• Superb music and sound effects to enhance the game play 

MEGA BLASTER OF THE YEAR 

TRADING ESTATE LAWSON ROAD DARTFORD KENT DA I c jBH TIL 0322 9251 V16 FAX 0322 93422 
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THE WORLD'S MOST POWERFUL FREEZER-UTILITY CARTRIDGE 

IS NOW EVEN BETTER 



THE NEW MK II VERSION |S HERE 




II 






STILL ONLY 

£59.99 

POST FREE 
FOR THE A500/1000 



A2000 VERSION AVAILABLE 

£69.99 j/ 

PLEASE STATE WHICH COMPUTER YOU HAVE WHEN 
ORDERING 

INTO THE EXPANSION PORT OF YOUR AMIGA AND GIVES 
EZE MOST ANY PROGRAM, THEN YOU CAN... 



JUST LOOK AT THE UNMATCHE 



^■AV^TH^IHTIBEfrl^QRAM IN MEMORY TO DISK \^ ' 
Special compacting 1 1|> hnlquoi enable up to 3 programs tV,lit on 




One dish. 



Now saves directly toldick ■« Amiga Dos - reload-, independently ol the 
cartridge - even transfer to hard drive! Work* with up lo 2 Mf g* ol Ram • 
even 1 Meg Chip MeflVfFnller Agnus). 

• UNIQUE INFINITE LIFE TRAINER MODE • NOW MORE POWERFUL 
Allows you lo generate more and even Infinite lives, fuel, ammo. etc. 
Perfect as a trainor mode lo get you past that 'impossible ' level. Very 
easy lo in*. 

- IMPROVED SPRITE EDITOR 

The lull Sprite Editor allows you lo view/modify the wholo sprite set 
including any attached sprilos. RANGE OF IMPROVED FEATURES. 

• VIRUS DETECTION 

Comprehensive viguft delection and removal features lo protect your 
software Investment. Works with all presently known viruses. 

• SAVE PICTURES AND MUSIC TO DISK 

Pictures and sound samples can be saved lo disk. Files are saved 
direclly IFF formal suitable lor use with all Ihe major graphic and music 
packages. Samples are displayed as screen waveform, 
e SLOW MOTION MODE 

Now you can slow down the action to your own pace. Easily adjustable 
from full speed lo -0 speed. Ideal lo help you through Ihe tricky parts! 

• RESTART THE PROGRAM 

Sipiply press a key and Ihe program will continue whero you loll off. 
■ ' UL\ STATUS REPORTING 

At Ihe press of a key now you can view Iho Machine Status, including Fast 
Ram, Chip Ram, RamDisk. Drive Status, ate. 

• POWERFUL PICTURE EDITOR 

Now you can manipulate and search tor screens throughout memory. 
Over SO commands lo edit Ihe picture plus unique on screen status 



"overlay" shows all Ihe inlormalion you could evor need to work on screens. 
No other product comes close to ottering such dynamic screen handling of 
froen programs!) # _ 

• MUSIC SOUND TRACKER 

Wllh Sound Tracker you can ftnd the complete music in programs . 
demos, etc. and save Ihem lo disk. Saves in format suitable lor most track 
player programs. Works wllh loads ot programs!! 

>e AUTOFIRE MANAGER 
From the Action Rgplay II preference screen you can now sol up aulollre 
from D lo 100f». Just imagine continuous lire power? Joystick 1 and 2 are 
set separately tor that e«tra advantage! 
e DISKCODER 

With Ihe new Dlskcoder option you can now lag your disks wtlh a unique 
code thai will prevent Ihe disk from being loaded by anyone ohe. Tagged " 
disks will only reload when you enter Iho code. Very useful tor security. 
■» PREFERENCES 

Action Replay II now has screen colour preferences with menu setup. 
Customise your screens lo suit your tatle. Very simple lo use. 
% DISK MONITOR 

Invaluable disk monitor - displays disk information In easy to understand 
formal. Full modify/save options. 

• DOS COMMANDS * 

Now you have a selection of OOS commands available at all times - DIR, 
FORMAT, COPY, DEVICE, etc. 
■ DISK COPV 

Disk Copy al the press of a button - taster than Dos Copy. No need to load 
Workbench - available al all limes. 
I BOOT 5ELECTOR 

Eilhor DFO or DF1 can be selected as the boot drive when working with 
Amiga Dos disks. Very useful to be ablo lo boot Irom your ealernal drive. 



A MACHINE CODE FREEZER MONITOR WITH EVEN MORE POWEI 



IVfH MHRf Ff aTURf S INC 



allows you lo see and modify ill chip registers - even wnie only regtslors 
show actual ireck. Disk Sync, pattern etc. • Dynamic Breakpoint handling 
ASCII. Assembler. Decimal • Copper Assemble Disassemble - now with su'fu names 

• iir.Ur.IKlR At AIL TIMES YOU Alt (NTFPBtV.sIiMC IH* ' ef>&HUI s\ IT S fPO.'f i 



rve btock • Write String to memory e Jump io specific address • Snow Rem as leit • Show 
i and flag * Calculator • Help command • Full search feature • Unique Cusion Cnip Editor 
Notepad ■ Disk handling 
Show memory as HEX 




0782 744707 



- CREDIT CARD ORDERS 
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TELEPHONE (24 Hrs) 

WE WILL DESPATCH .OUR OHOER QUkTKLY ft EFFICIENTLY TO ENABLE YOU TO START RECEIVING THE BENEFITS OF «0U* PURCHASE WITH*. OATS. MOT WEEKS 
ORDERS NORMALLY DESPATCHED WTTHM 4B Hrs. ALL PRICES INCLUDE VAT ALL CHEQUES. POSTAL OROEHS MADE PAYABLE TO-.. 

DA TEL cLcOHOplCS' LTD., 

QOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND 

TECHNICAL CUSTOMER SERVICE 0782 744324 

AARJ 



A NEWWO^D OF POWER 



4 



FOR ONLY 

£34.99 




THE 



tlwrlm 



IS HERE! 

• SYNCRO EXPRESS IS A HIGH SPEED DISK DUPLICATION SYSTEM THAT WILL PRODUCE COPIES OF YOUR DISK 
IN AROUND 50 SECONDS!! 

• Syncro Express requires a second drive & works by controlling it as a slave device & ignoring the ST or Amiga 
disk drive controller chip whereby hicjh speeds & great data accuracy are achieved. 

• Menu driven selection for Start Track End Track - up to 80 tracks. 1 side, 2 sides. 



• Very simple to use, requires no user knowledge, 

• Ideal for qlubs, user groups or just for your own disks. 

• Probably the only duplication system you will ever need! 



Also duplicates other formats such as IBM. MAC etc. 
• No more waiting around for your disks to copy. 
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THE LATEST CUSTOM LSI CHIP TECHNOLOGY 

By using an on-board Custom LSI Chip, Syncro Express has the power to transfer an 

MFM image of the original disk directly to your blank disk - quickly, simply and 

without any user knowledge. One external disk drive is required". — 

SYNCRO EXPRESS IS AVAILABLE FOR BOTH THE ST AND AMK 
PLEASE STATE WHICH REQUIRED WHEN ORDERIN 




fr * mcM> MMh o* woducl it MtignM o xprockxa ant* tobwe ■- ■ ■ at PuttU: Domain 

I male al M uwrt o*r. O'OQ'ti-n o MfclM pafbMWA W ".»- a McMup M Mm dully gftwn 

|*>* Mopji re m»»» cop*6 *v*r tq. yqnr t»n« ol cooyngw -mm.* w*tul th« eip-Mt pwrm^ton rt \ 
Pm tupyioTl cons 01 ttw kbtcm VttfM' 



HOW TO GET YOUR S'YpCl^O 



If you don't have a second drive we can 
SYNCRO EXPRESS together with a dm 

ONLY C104.99 (AMIGA) 
.99 (ST) 




TELEPHONE (24 Hrs) - 



0782 744707 




CREDIT CARD ORDERS 



WE Will DESPATCH YOUR ONOEN OUtCKlY ft E«T1CI£NI1» to ENABLE TOU TO ft I ART AECIEVING THE BENEFITS 0* TOUR PURCHASE WITHIN OATS. NOT WEEKS 
OR0ER9 NONMAl L* DESPATCHED WITHIN *■ Mi* AH CwrOUl&1»OSTAL OODEBS MADE PAYABIE TO.. 

DATcL eLcCT^OplCS" LTD., 

GO VAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND 

TECHNICAL/CUSTOMER SERVICE 0782 744324 
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THE SPY WHO 
LOVED ME 

The Kremlin 
And Domark 



AMIGA 

PRICE £2499 
OUT Now 
GRAPHICS 81% 
SOUND 79% 
PAYABILITY 75% 
VALUE 70% 

OVERALL 



76°/ ( 



ATARI ST 
PRICE £24.99 
OUT Now 



IBM PC AND 
COMPATIBLES 

PRICE £2499 
OUT Now 



BOND 
BLOCKBUSTERS 

JAMES Bond has 
appeared in five 
guises m 18 films 
in Ihe lasl 28 
years Ian 
Fleming's books, 
snort slones and 
scraps of ideas 
he wrote on 
shopping lists 
have now been 
just about 
exhausted, and 
new non- Fleming 
malenal is what 
makes up 
Timothy Dalton s 

scripts. 
Sean Connery 

Of No (1962) 
Fiom Russia With 
Love (1963) 
Gotdfinger (1964) 
Thunderball (1965) 
You Only Live Twice 
(1967) 
Diamonds Are 
Forever (1971) 
Never Say Never 
Again (1983) 

David Niven 

Casino Royale 
(1967) 

George Lazenby 

On Her Majesty's 
Secret Service 
(1969) 
Roger Moore 

Live And Let Die 
(t973) 
The Man With The 
Golden Gun (1974) 
The Spy Who Loved 
Me ( 1 977) 
Moonrafcer (1979) 
For Your Eyes Only 
(1981) 
Odopussy (1983) 
A View to a Kill 
(1985) 

Timothy Dillon 

The Living Daylights 
(1987) 
Licence To Krll 
(I9S9) 
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Spy Win 

Bond is back in his fifth Domark 
adventure. Gordon Houghton stirred 
and got shaken. 

. ANTICIPATING the thaw In East -West 
relations by a good 10 years. Ihe film 
M version of The Spy Who Loved Me 

concerns an unlikely alliance between 
James Bond and Soviet agent Anya Amasova. They have a 
joint mission to investigate the recent disappearance of a 
coupte of submarines - one Russian and one British. 

Microfilm evidence hints that Karl Stromberg. your 
average power-crazed corporate megalomaniac, has been 
quietly removing them from the sea. You (as 007) aro 
despatched to Sardinia to infiltrate Stromberg's under- 
water fortress, Atlantis, and to find out why. 

The computer version converts these plot elements into 
six separate sub-games. Help is at hand in the form of 
O-weapons. a Q-sub and other O-droppings. But Karl's 
kerrazy crew of trained assassins arealso out to nobble you. 



as*,* V>\ 

SCENE ONE: Bond and Anya put pedal to 
metal: using their specially adapted car's 
smart handling, they hurtle along twisting 
roadways heading tor a jetty to pick up a 
boat. Collecting O-Tokens is useful for 
buying weapons later on, but mowing 
down pedestrians and swimmers Isn't a 
good Idea. Landscape collisions reduce 
your armour, and Stromberg's minions, as 
ever, are in hot pursuit. The strip on the 
left is a very handy mini-map. 
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SCENE TWO: Q Is a pretty decent sort of 
fellow, and arranges for a mobile truck to 
pick you up part way through Scene Two 
in classic Spy Hunter slyle. Inside the 
truck there's a host ot goodies and 
weapons, ranging from Missile Launchers 
and Smoke Guns to replenished armour 
and a subaquatic car converter kit 
essential if you are to complete this 
level's underwater stage. 



SCENE THREE: Bond, having boarded an 
American nuclear submarine, suddenly 
finds himself trapped Inside Stromberg's 
huge, hollow supertanker. He escapes 
and releases the crews from the British, 
American and Russian submarines. 
However, in order lo gel to Stromberg 
himsolt. James climbs onto a security 
camera loaded up with explosives. It's 
your job lo protect him from Ihe enemy 
guards and divers, Operation Wolf-style: 
mouse control is recommended. 



SCENE FOUR: Inside the control room, 
Bond discovers that Karl has taken Anya 
as hostage and programmed the British 
and Russian subs lo fire nuclear missiles 
on New York and Moscow. Entering his 
own number sequence. Bond hopes to 
match the master sequence and thus 
prevent disaster. 




m 
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SCENE FIVE: The US Commander has given Bond one hour lo 
rescue An/a from Atlantis betore he blows It out ot the water. 
Using one of O't handy Wet Bikes and collecting packages on 
the way, James attempts to penetrate the fortress. 






SCENE SIX: Another Operation Wolf-style section, as Bond 
races down the corridors of Atlantis searching for Anya. It's ■ 
simple case of popping off the guards as Ihey appear and 
giving Jaws a slug or two in the teeth. 

The first thing that strikes you about this 
latest of the Domark Bond series is how 
much it owes to other genres. All of the 
sub-games are derivative in some way: the 
action is basically a combination of Spy Hunter, a 
vertically scrolling shoot em up and Operation Wotf. 
with a neat pu«le game thrown in. Even so. when all of 
the sub-games have been implemented as smoothly as 
this, that's no bad thing. There are well-drawn miniature 
graphics, smooth scrolling, decent sound effects, and 
great handling in the vehicle sections. The presentation, 
too, 15 much better than for previous Bond licences, with 
plenty of cute touches: video tracking, a PG certificate, 
credits, and the division of the game into cut-scenes. In 
fact, there's nothing that you could seriously criticise, 
except that it's all been seen before. 

Essentially the same as the Amiga, with 
comparably smooth scrolling. The only 
noticeable difference is the sound, which 
can get monotonous. 
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Bond is shaken, not stirred, on 5.25 and 3.5 
disks. Again, the game structure is the same. 
Available now, it supports CGA. EGA and 
VGA (in EGA model, but will only run 
standard IBM sound effects. 
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The Most AUTHENTIC MULTI-MANAGER Football Game Has Finally 
Arrived. After 2 Years Research & Development The Ultimate Game Is 
Ready And Waiting To Test Your Skills. FEATURES INCLUDE:- 

Mulli-Manager Game for > to 4 Players. 

Full UK and European Cup ilinary including FA, League, Zenith Dala, Leyland Daf. 
European. Cup Winners and UEFA Cups. All Cup malches are played lo the precise 
rules, eg. 2 Leg Ties. Extra Time. Away Goal Rule, Seeded Draws, Penalties, etc. 

Complete league line up with 20 1 si division teams and 24 In the 2nd, 3rd and 4th. 
End of season Play-offs with expulsions. 

All learn surnames are Ihe real ones for all 92 dubs (CURRENT B9#o SEASON). 

Historic Records are maintained for 6 seasons with the ability to call up all previous 
results against your next opponent. 

A Lively Transfer Market to Buy and Sell Players with an end of season deadline 
Player Loans, Free Transfers wilh Approach & Offers on players or trainees. 

Managers can be sacked or offered fobs ai better teams. 

All screens are displayed in a pleasant format, which is easy lo use and comfortable 
to read. PRINTER facilities also exist. 

Complete Inslructons, for Ihe beginner, are provided in a 1 6 page booklet. 

and would you believe it doesn't stop there' We have included many other fine 
details when are just impossible to list m this space. They include all Ihe regular 
features youwouldexpect like loadings saving yourgame. player injuries plus much, 
much more. The most genuine implementation of a Football Managers hectic 
season awaits you for only £19.95. 

Take Your Team To The Top And 
Win The Double. 



Or Are You Good Enough To Win The 
Quadruple Crown. Never Yet Achieved 
By A League Team Manager. 




Availablejor the Amiga & All Atari ST's. PC Version Coming Soon 
Send £19.95, Guaranteed Cheque /' Postal Order / Credit Card Details to: 




32 Southchurch Road, 
Southend-on-sea, 
Essex SS1 2ND. 

Orders outside Ihe UK please add £1 .00 exlra. 



TELEPHONE ORDERS 



AVAILABLE 
FOR IMMEDIATE 
DISPATCH 



(0702)600557 FAX (0^02)613747 
IV/U£1 UUUOJ/ Ou iol hours Answer Phone 



Specid Reserve 
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Best PRICES. Best GAMES, Best SERVICE 




Sega Megadrive 

Oltlclal UK version E«pected Mtd -September. Order nowl 





N? 1 ™ 

Bi-monthly NAG Co/our Futuristic Cyberzine, each with reviews of 40 games & more 
i Release Schedules, issued bi-monthly, with advance release information. 
• Sales hotline, to 8pm weekdays. 1 0 to 5.30 Saturdays. 
- Fast despatch of stock items. Most lines in stock. LO.UU 
Catalogue, Memb ership Card& Foldertor NRG . 

Commodore 



Star Printers 



MegddriVe • Altered Beast 4 Joyped 

with extra Joypad FREE 

Megadri ve Software 



Ala* Kidd in 
Enchanted Casus 
Am<*<] Palmer Go" 
Forgotten Worlds 
GnouU n Ghosti 
Golden Au ........ 

LasiBatOe 

Mystic Defender 
RamDO 3 



Revenge ol S«<noDi 

23 99 Space Hatrtei 2 

27 49 Super Hang On 

27 49 Sup** League Baseball 

34 99 Supe- TnorvOeTSaOe 

. 27.49 Thunder-oree 2 

.27 49 Truiton 

27 49 World Cup ltal« 90 

23 99 Zoom 



LCIOwrmFncten 
and Tractor leeo 
144 CPS'36 NLQ 

LC10C colour 
center (as LC'O 
prut 6 co*ou'i 

LClOnbbon 
LC IOC "boon _ 
Pnnler Lead tor 
Ar«iaa 5' V IBM 



With two Jet Fighter JoyaDcks tree 



Introducing 



-f 




Atari Lynx 




NRG (pronounced energy) 
News. Reviews and Graphics 

Screen shots, pack shols. chads, latest Giga-Savers 
40 colour reviews in every issue CDTV is coming soon 
Nigh! City Cybertoon and the Ml-or-die adventures ol 
the CyberpunK NRG street gang ■ It's Cyber- fantastic' 
NRG ■ bi-monthly - to all members of Special Reserve 

Specie' Reserve 
C6.00 annual 
membership 

Includes 
Membership 
Card. Folder S 
Introduction. 
PLUS... a new 
Issue ol NRG . 
Release Schedule 
4 calafogwe every 
two months. 



SALES LINE 0279 600204 



ttM 




Amiga 500 Flight ol Fantasy pack 
with F29 Retatiaior. Rainbow Island. Deluxe 
Paint 2, Robot Monsters & TV Modulator 

TWO Jet Fighter Joysticks FREE 

Amig Peripherals 



Philips 8833 Colour Stereo Monitor i*<ea*M 
Philip* Television Tuner lo* 6833 Monitor i"-™»i 

iCot>**« «■« «* • tHim" »*o tnt 0" Camtvtn -Ofci 

Cumana E«iemal 3 5* 880K D-«K Onve 

Amiga A501 Ram Upgrade lo 1 meg 

ZyOec Amiga Ram upgrade io 1 Meg with dock 

Monitor Siand. wire Irame. allow* access to drive t«M*-i< 



249 99 
49 99 

79 99 
99 99 
49 99 
1999 



LyrtX colour handheld system * *j^ jJJ 



mains powerpack & California Games 

iv- Software 



Blue ufihtnirtg 
Ooa Challenge 
Electro Cop 



23 49 
23 49 
■) 49 



Gales o' 7endecon 

Gauntlet 3 

Rampage 



23 49 

26 99 
."6 N 



Disks 



Sony 3.5" DS DD 
with label 65p each 

TDK 5.25" pack of ten 48 tpi £6.49 
TDK 5.25" pack of ten 96 tpi £8.99 




Toe Row (hn n 
Quickly Superboa'd 
Euromaa Pacemaker 
Euromax Ultimate 
Bottom Row 

Euromax 9000 

Konu twin port 15 pm 
games card "or IBM PC 
Konli Muaaolaiitt — 





Mxtdtv Row 




18 49 


Ouchahol 123 15 pin 




25 99 


analogue to< IBM PC . 


13 46 


16 99 


Competition Pro E«t»a 


1499 




Nahsha Mouse and Mat 




12 49 


For Amiga. ST - 


32 99 


999 


Mouse Mai only 
QuiCK|Oy 5uporc>".atgef 


4 99 

12B5 


599 


Qu**|oy Jet Fighter - 


1499 



- nr " 

I 1 T 



SPEEDBALL 5.99 



ELITE 6.99 



IBM Mega-Savers 



ft 



DISK 



5.25 3.5 DISK 



5.25 3.5 



oar games ...8.49 
border zone iwfocomi . ..tie 

cahhurcommano M* 

CLOUD KINGDOMS » » 

MfaFUCT EUFtOPE CGA EGA 6 49 
CORRUPTION >M SCROLLS) fc 99 

DEFENDER OF THE CROYYN Irt 

DON 7 GO ALONE *m 

DRAKKHF. K CGA EGA .tlM 

ELIUMCOAEOA Ait 

FI6 FALCON COA tltt 

F16 FALCON EGA _ — T7J* 

FISH 1 IM SCROLLS) BJB 

FOOTBALL MANAGER 1 

i EXPANSION CCA EGA VGA 1099 

FOOTBALL MANAGER 

WORLD CUP EDITION 10 » 

■ UNSCHOOL^i&.CGAEGA TN 

FUN SCHOOL 2 (6-B) CGAEGA 7 99 

FUN SCHOOL I (40 CGA EGA 199 
GAMES WIN 1 1 R EDITION 6*9 

GNOME RANGER M CGA EGA 7*9 

GUILD OF THIEVE5 Ml 

HARD BALL 1 *M 

HELLCAT ACt UB 

hostages I.-..'. .mb 

INGRIDS BACK M CGA fr.A ...T» 

jtNXTER IM SCROLIS).... .MB 

KING OF CHICAGO CGA EGA...4 H 

KMQMT ORC (LEVEL 9) 3*1 

KRI5TAL _ 1MB 

KU1TCOA . *ti 



t*i 

. A4I 

AIM 
■ 99 
6 W 

i lie 

1049 

11.99 
17 99 



1099 
10 M 



.7.99 
■ ■>» 



..IM 
AH 
i J 90 
• 99 

.SM 

i - 



■ B| 

7« 
199 

..7.99 
4 99 



10 » 
699 

...»» 

...IM 
l.M 

11.99 
490 

R49 

. M 



LANCtlOr CGAEGA At9 

I OM 0 ARD *> AC RAL I V 1*9 

LUHKINQ HORROR At9 

MENACE EOA _ 7A9 

MKRORftOSE SOCCER 4 99 

MILLENIUM 2 2 CGA -.4 49 

NORTH ANO SOUTH 10.99 

PAWN,MSCROLlS| 

PURPLE SATURN DA< 

ROCKET RANGER CGA IGA 

SILENT SERVICE iSUB SIM, 
SIM CltV CGACOA 

SINRAO COA EG* 

SOLO FLIGHT I FLIGHT SIM) 

SPEEOBALL CGA EGA _ 

STARGLIOER CGA EOA 

STRIKE FORCE "ARRItR 
■EENAOE OUC EM 
IH1HIP POKER) M COA EGA 

TttHlS CGA COA 

THIHOCOURIC" — 

THREE SIOOGES CGAEGA 

THUNOtR CHCXIUI 

IOMAMA\S> LlULlCOC'in 

TV SPORTSlUS FOOIBALL 999 .999 

UM5 ■ UNIVERSAL M«,ITAR» 
fOMLH-ATOFI CGA EOA TJ9 

VETTE ICORVETTE) EGA VGA 14-99 

WATERLOO CGA EOA I0A9 

ltl«N :. MIGABl AST .IM 

70RK t IINFOCOMl *M 



749 

599 



1499 

10.49 
. 7.99 




Atari ST Mega-Savers 



At t,jsi - an allotdable soundboard tor your IBM 1 

SOUNDBLASTER • IBM Stereo Mu»lc Voice Mtdi Sound Board 139 99 



•chihot IBM Games Card with hum 1 5-pm |oy«Ui* poru 15 99 



Guickahot 1 23 IBM 1 5-pin joystick 



1 1 N 



HUGE RANGE OF PC COMPATIBLE SOFTWARE IN STOCK. 
JUST PHONE FOR CATALOGUE. 0279 600204. 



an root 

ARCHIPELAGOS 

AUSTEBUT/ (BATTLE OP) .- 

BAAL — ir 

8AUIST1I - 

BAlLfHOOONraOM) 

B€YONOIO»IKl«*OCOM) 

BLACK CAUIOROII 

BLOOO MONET ™. 

BLOOOWICH . DATA 1)1 jr 
I JHMII II r .,1.1.1.111' 

CHAOS STMKES BACK 

CHESSMA5TEfl»0Q 

CHAOS 1 0.99 comVlic l^UflOPI 

CORRUPTION U SCROLLS).,—.^ 

OfJA VU — — 

ORAOONS BREATH , 

DRAKKHCN — 

DUNGEON MASTER 
EOOil (DWARQS 5UPE" SKI ...... 

ELIMINATOR . — ™- 

ELITE 

era of hObub . — . — . — — 

fit (At CON 

< i* (ALCON KKSION DISK 1 

km ■ >FD(RAT«l>IOF FREE TRAOEPS 

rfAaBB^BBBBBBi ftfj,! (M5CROH5I 
tcOIBMLMAHAOER! 
14— ■ t . EXPANSION 

FOOTBAIL MANAGE* 

wohldcup toniaN 

OMOULS N GHOSTS — , 

ONOMt NAHGtRILAVB.91 

GOLD RUSH 1 1 SIERRA) 

GRAVITY . . wm w^ WF" 

GUILD OF THIEVES (M SCROLLS) 
HARD ORIVIN 

HTT DISKS VOLUMC 2 IMAjOR 

MOTION. LEATHERNIC'^ TIME 
BANDIT lANGLEWOOOl - 

WJLLYWOOO HAW" ■■" 

HOSTAOIS 

HUNT FOR REDOCTOMK - 

INGRID S BACK ILEVEL *J _ 
■ JtWLLSOf DARKNESS iLf VII 9 

JINITIRiMSCROlLL-l 

. .jfmk kick of r 

- m , J ....... RC (LEVEL Bl 

ROCKET RANGER 5.99 g£ £ 




^Mr ML. T 



7 09 
6*0 
440 

i¥t 

.7.99 

set 

7A9 
■ 99 

an 
tow 

499 

sn 

S99 
£99 
3 99 
094 

I Ml 

1099 
4.49 
140 
9.09 
S49 

too" 

-AAt 
749 

JiM 

10 99 

10.99 
i 119 

• 99 
(99 

• 99 



799 
.7.49 
749 

■ 99 

799 

■ 99 
*99 
199 

IS«» 
S99 
199 



LEGEND Of THE SWORD 
IflSURt'-UlllARR.! 

LOMBAilO "AC RAU. V. 

LURKING rKJieW-WOCCeil 
WASXUIITER SAM 'RANCISCO — . 

MaHACC ,._ I1 ™ < - — — 

MKIOJV MOUSE 

MALCNIUM 2.2 ~ 

HI Vf Ft MIND ._ 

NIGE L MANSEU. 5 GRAND PHI I 

NORTH ANO SOUTH .. 

FWCLANO . _~ — 

PACMAMA 

duintwomks 

p*!-.SINOSHOT(T1HNJS) 

PAWNiMSCTOLLSI 

POOTA DRIFT . 

PURPLE SATURN DAY . 

R-TYPE — — — . 

RiXKET RANGER — 

SE ASTALKERJINPOCOMl 

f." A DO* G ATI 

SILENT SERVICE iSUB 5H| 

SIM CITY 

5K 'CHASE — — 

SORCERER INfOCOMI _ 

space "AftniiR ; 

SPELL BREAKER (INFOCOMI 

STAR RAY 

STARCROSS ie»«OCOM) 

SIARGvlDER . 

■TAT-ONFALHINrcCOM) -.. 

SIIPfRHANOON 

■,upf n woNQiinj oY - 

TUMAO& OUt EH ISTRIP PC-(R| 

THEMF PARK M'STERV ~~— 

TIM( BANDIT 

TRACKER -.— - — 

TRIVIAL PURSUIT 

TURBO CUP IWITH CAR, 

TV SPORTS I U 9) FOOTBALL 

UNINVITED 

VO'AOER — . 

WATERLOO 

WHIRLIGIG -— 

WISHBRINGER |INf OCOMl 

WITNESS IINFOCOMl 

XENON I. MEGABLAST - 

JORK 1 ,INFOCOM)..™ 

70HK 3 IINFOCOMl 

JORK TPJLOGV IMFOCOM) 



t M^tEff 

|* Ml* 

* t 4* *' It 

* <a%\U\_ 



u m s 7.99 



U L_l 



an you afford not lo join? 



13 49 
1499 

32 99 
499 
1295 

14 99 



__« 



Games sent individually wrapped by first class post 

We send written confirmation of order (receipt). 
* In the event of delay, refunds on request. 
• No commitment, no obligation to buy 
• The best games at the best prices 

AMIGA and ATARI ST Software 
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■CCOJO* wacion 
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— « GAMES CREATOR. 
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AMCU Sf 14 BIT 



1909 

l**B 

UBB 
29 99 

<a*9 
«m 

ism 
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•n 

IBM 
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M M 
II 99 

IB A» 

II » 

IBM 

1 1 AO 
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I _*«T.E UASTER 
■0 **P"lON3 Of nRYNN 1 1 WiOi 1**9 
FOMOSflHvES BAC- (CATOR 

Mb - o 

loes&CHMMMiiri 

C-V> YEAGER9 AFT J U 

•.•.maE iceuar ii «■ : . 
■OQNCLS HOLKBT H MEGi 

i» O F CMIU.QI J* MEGi 

lyocua 

•bull HOC CONS' H SET 
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I 06- j if RUT) 

oe— « video i 

OfGON WARS 
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-*— jOWSLAPTO UEQi 

„«;* MASTER EDITC- 
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ism 

'SM 
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•_**■( "tOM SINGE S CAST l t 

SCAPE FROM tME PLANET Of 

"«R_fX>T MONSTERS 

*£_"< WSSJON OlSK I 
• f 'EAl.TH f liMTER 

RYRfTALIATOR 

bbbvm* fqm*uu» 1 
sattle ipssi 
<r" S wilt* IOB f 
.•■OS QUEST 

i"-TBAil DIRECTOR? 
M KMOOL i a I f '* *M| 
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--■"ll'ERSGUIDI 
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»bm 
»w 

IJ*fl 

DH 
i?» 
1999 
19 AB 
IM 
lb IB 

i»W 
IBM 
<1M 
MLM 

B W 
•7tt 
'B« 
l'9B 
IBB1 

>B» 
17*9 



IBM 

-B» 

•tin 



t**9 
It J» 



16 w 

• 99 

*BM 
IBA9 

'$A9 



16 «B 

tSM 
l| #9 
11 IB 
ISM 

'»« 
<BA9 

■in 
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iobb 
<i*s 

te — 

.190 

WW 

Hi 
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tin 



u 

B*9 
i»9fl 



DM 
'IBB 
•JW 
•B94 
'BAB 

• 94 
'BAB 



i 1KB 
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'•»• 
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l'9» 

t'9B 
H4B 
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HOUMDOf SHAOCM 

WMOHTAL 

WPfniOM 

•tTERMTOKAl lO tlM 

(hi soccfr rim irNm 
♦•oo 

ICIT K5f RT D*T» pis' <W5. 
i.*-. 51 E WARTS #MV 
0F>' ROAD RACER 
. NICLAU5 GO.' 
I •ICU.AUS V1X' COURSES .... 

j t.(C-i«nsvt*?».i copses «B9 

JUD0E0RECO 11 
• ISBB 

«K* O" 2 tig* 

■ ic" Of* e <pansic*i disk r 

-li,/hQ,i»«5MOW 

K1MD WORDS J 0 iWl*> jt 

KHQS GUEST 1} •)(SltRPAl 04 

•i^QSOiESTa 
KN05 GUEST • it MEO 
•IA» . 

lEADCRSOARD BHOIE 

tf ATHER GODCtSSES 
i ECEW Or IAERGmI 
.ElEJ.1l illll .■lif-T I 

idisoni suit lAoat i 
iOOU 

LOTusamrrTursncHAvuKx w«» 
waoic a» 

MirrniNiER 

HOHT AM) MAOJC ? 
MOHTV PVTHOXS H« C«C 
MURDER 

HEW YORK. WAHHORS 
NOHTSRPfO 

in no 

OPERATION flPRUANCl 
□PERAIlJHiTEAlTH 
y«HATlQ»l TMUNOEmOLT 
"AOACWOO Bd 

photon mntj.dii ueoi 

PlANET*Aii ISIfOCOW 
l>lA>ERMAJtAOER 

o.Dnito 

Knc(0ursi?(8IEnRA) 
PO-CE T 1 1 MEQj 

POPULOUS 

POPULOUS PROMSEIU A'tPs 

POWIROROME 

W-WEnM-J-iijEB 

OROPHtCV V««0 CHILD . 

PROT6XT WORD PROCISSO" 
PUBLISH RS CGiCf OTP 

■> '('..' 'OHGVOR> 
iXROSOUtSTiMUIGl 
RAPiSOW ifiLAIlD .,. 

REOSTORWRiSMO 
RiCDAMOIBOUS? 

RISM . 

ROBOCOP2 

I«0I1-!SD»*FT 

ROT OA 

secnetAOtNTsu'SPY 

SHADOW Of THE. Pf A; I 
SHADOW WAARIOR5 




IBM 
i*n 
'» 

'BA» 

!<n 

W99 
If AS 
ISM 
•B'B 
l*SS 



999 
'6*9 

?T99 



72 99 
ITSS 



• ] 11 
IBA9 



'1W 


USB 


ITSS 




■ 199 


OB* 


UAB 


'BAB 


i*»B 


>BS9 


>6B9 




17 AS 


T7*S 


ISAB 


I1AI 


IgAB 


ICAB 


A9B9 




'SBB 


ISSS 


'BS 


.'99 


<?B9 


12 HP 



IBAB 

3i M 

I6AB 

sss 

• 99 
'• BB 

KAB 

6>n 
ws» 

rum 

"B» 
HAS 
OA9 
ISBB 
1599 
I'AB 
IBAB 



IUI 

l*A» 

'A "9 



IB .9 

AT BB 



ON 

DAB 
I7AB 
16 99 
•BA9 

13 At 

'BM 
'S99 
>A AS 
UA9 



16 AB . tSAS 



SM CATV TBSUSt eDtTOR 

&UULCRA 
G^AC! ACE 

il*Li gum i Slt<W*' 
Siw.i auEST I iSlERRA) 
SPACE QUEST J iSIERRAi 

SPACE ROOUE 
SPtEDlAllJ 
■rausouNS 

50. n«o tOvEDWf 
GIARI LOKT .. 

6T(vt OAVS SNCCER iftS 

STD9 iQAMES CRt AlORi 

stos Compiler 

STDiUAESiRO. HARDWARE 

STOSSPRnEBSM 

SUSSUTF.0 tSW 

SUPER ORlDRUHhER - I A* 

SUPREMACY ■! - ■ 

'EAW YAWIE t7.SS 
'ttl M>.'TaMT Mhi> TURIifS (A 99 
"NE'EEP tot> 

T -e .as i patrol ikab 
Mpmp ibh 

'.Mi MAi:int« ibm 

'LMt WORKS OTP 

IREASijRf 'RAP .. .. I«9B 

IRMDlVOL 1 1 - ... IB BB 

IRlP A ■-■>: '7 BB 

• uW.i',SHAI(GHAIVAHlAHt 'IBS 

TUPPUCAN 'm 
Tv &PCHT& BAShETBAu 

. n i- 

^M'. M WAR 015" BBS 
UH VIETNAM DISH B BS 

UlllVSRSAl Mil .TAB. JtM ? -9 94 

vinus t-« (i. irap •« n 

WAR Jt€P H4» 

WARHEAD It* 

WEUTRI9 . <l*fl 

*"CU50"*« IB9B 
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WIS*«RPAlfRilllfOCOMl 7(9 
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WOniDCUP5lXCER (TAUA*fli2« 
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19 99 
"SB. 

l! IN 
HAS 

ISA* 
'6 99 
'!»» 
IBBS 
•3» 
A* BB 
'3 99 
'S BB 
7SS 
•SAB 
I7BB 



16 99 
IBM 
'0 94 
IBM 
TS AS 
"B M 

<7W 

It SI 
IB AS 
i»*9 
BBS 
• M 
IB 99 
I* *• 
IBA9 
IBM 
ISA* 
IBM 

ISM 



U>9 
l»*B 
UM 
ISB9 



■ THE GAME YOU ARE LOOKING FOB IS NOT IN THIS LIST PLEASE CHECK WE MEGA-SAVERS BELOW. 
"HONE US ON THE SALES LINE (0!79 600204) FOR WIOER SELECTION ANO LATEST RELEASE OATES. 



OR JOIN EUROPES BIGGEST ADVENTURE CLUB 



OFFICII SECRETS 



FOR ADVENTURES and ROLE PLAYING and MORE 



All the benefits of Special Reserve plus: 

'.ontidenttsl. Our 32 page bi-monthly magazine is essential 
fir reading tor ibose Interested In aflvontures or role playing games 
» Written by enperts. Confidential has covered everything Irom How to 
Host a Murder to Which F16 FP*ght Simulator? Our agents, lad by 
the Master Spy known as "The Boss Upstairs", seek out the 
v secrets ol RPG's. FflP's. MUG'S. PBM's. Leisure Suit Larry. 
The Russians. Elvira and more 

i • Sim Clly or Ormkkhtn rrp 29.99. 

Choose one Iree with membership 
Of Drakkhen, ST Action said: 'Drakkhen 
really impressed me. For me the game was a 
subtle cross between my alMlme tavounta. 
Dungeon Master, and the SSI fantasy role-playing 
games. The graphics are 
superb Overall. Drakkhen 
is an excellent RPG. one that 
will take quite some time to 
beat' and Zoro said: "Absolutely brilliant* 
r>S*m City. ACE said: ' Sim C-ty is a politician's - 
or a gamesplayer's - dream . comparisons 
spring immediately to mind with Populous ... but 
Sim City seems to have much more depth " and 
CetfG said: "Sim City is utterly lab" 

• Myth. Written by Magnetic Scrolls, authors ot The Pawn, 
exclusively tor members ot Official Secrets Myth is a mini adventure 
set in Ancient Greece. 
In it you'll meet The 
Ferryman, cheat Death 
and tace the nine* 
headed Hydra Myth 
includes the lamous 
Magnetic Scrolls parser 
and graphics and is 
Included in the price of 
membership 
Amiga Format said 
'An eiceiient adventure., 
witty, cunning and Just plain good funt II you liked FWll you'll probably 
like this because they're very similar in style you may even prefer 
Myth, it s that good'" 

Myth fiaungs Crash 91V CU 90%, Amiga Format B7V TGM BS°» 






■BB fUB MTU tenia 

rj" — ■ Mill coin 

TTBi -nil gc am 



8pm and on 



• Advantura Help-Una. Manned weekdays unt 
Saturdays • to he*p you solve most games 

Annual Membership to Official Secrets 

With 6 issues of Confidential, Myth, ^j**,**, «-*,*•* 
Drakkhen or Sim City. Help-Line T/Q QQ 
and membership of Special Reserve. " %/ ' 



•BEVlTAfliY. SOME Of THE ABOVE GAMES MAY NOT VET BE RE I EASED ALL GAMES ARE OESMTCHED AS SOON AS POSSIBLE 
PLEASE NOTE THAT THERE IS A SURCHARGE OF SOP PER GAME FOR ORDERS PLACED BY TELEPHONE 
Sptoal fi«*nfv» ana OINc lai Sea-tan atn tt«dino names ol Into* Mwaatei Ltd R©o Offk* 2 Soutfi Bbot Tiw Mullt.iua 
S.iww.Wpv.onli HCHCM2I I'PG Hegi«te-inl in Eno--.v«l Ni.mt*. 3054713 VAT nm. no. 424 8S32 51 



i PI EASE PRBXT IN BLOCK CAPITALS j 

I Name & Address . 



A MIGA Meqa-Sa vers 



LtX 



^AtGEON MASIEH10.99 



BEAST 9.99 



XBMNN 



Mm 

■ENON 2 7.99 



10 POOL 

ALTERED BEAST 

ARC -ir-f LAGOS 

AUSTERLII/ (BATTLE Of) 

•AAL 

BAiiism , 

BALLVHO0IB4POCOIII 

BARBAHAJ. J (PALACE I 

BATMAN T>-E MOVIE 

BATTLE SQUADRON 

BLACK CAULDRON 

BLACK LAMP 

KOCeilOMEV ..„, 

bloodwvch . 

CARRIER r.CMMARD __„. 

CI'ES^MASTEH 

oMONOOutsra „ . 

CLOUD KX.OOMS 

CORRUPTION IM SCROLLS) ....... 

CUTTHHOATSilNroCOMl 

ORALiC-AS BREATH 

DRAKKHEN .., ,, 

DUNOEON MASTER 1 1 MCGi 

E'E Of IfCASui" ! . ... ! '. 

'IbfALCON 

EAST BREAK | >OLLE'BALL| — _ 

'■SHMMSCROLLSi 

• OOIBALL MANAGER 2 

-E>PANSION ™, 

POOtlALi iiiiitc.i- 

WORlOCup EDITION 

fUN SCHOOL 1 12*1 

FUN SCHOOL J iB-BI , 

tun school 2 1 a.) 

GNOME RANGER. LEVEL Bl 

GRAND m» CIRCUIT 

GNAVITV ....-._._,.„ 

OUBLD 0* THIEVES iM SCROLLS) 
HIT DISKS VOLUME 1 

HOSTAOES 

HUNT 'OR RED OCTOBER .__,„_ 

HVflfB-| -,.„., .. i. ,. , 
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THE ONE 



Could you tell the difference between 
Luke Skywalker's body and Darth 
Vader's legs? For Kati Hamza it's all in a 
night's work. 

AMERICA, land of enterprise, land of opportunity. A place 
where multi-national corporations get rich by manufactur- 
ing factories full of plastic merchandise, and shift workers 
can still earn enough cash to buy a bungalow with two 
bedrooms, a toaster and a bathroom en suite. Enter Fred 
and Fiona Fixit, two penniless, hard-working people with a 
• serious fortune to make. 

The place that's sure to make their dreams come true is a 
factory. At Industrial Might and Logic they make dolls - 
anything Lucasfilm, from liny R202s to smiling Luke 
Skywalker's and shiny C3P0s. They are made and 
manufactured by a huge machine and when the sun goes 
down the Rxits are in charge. 

A )ob is what you make of it: if the night's quota of 
specified dolls is moulded and crated at the crack of dawn, 
prosperity is on its way. A pile of rejects, on tho other hand, 
means unemployment, pain and abject misery land Game 
Overt. 



MEET the Rilts. In the land ot opportunity discrimination fa taboo. Whether you pick 
Fred or Fiona the gameplay stays exactly the same; the only thing that differs is your 
hairstyle and the colour ot your boiler suit. 



Night Shift 




A QUICK word with Frank Foreman 
precedes each shirt. He displays the 
evening's quota, specifying the type, 
number and colour ol the required dolls. 
Gray encourages creativrty. Any shade la 
acceptable as long as head and body 
match. A password system saves playing 
through familiar quotas over and over 
again. 



SAFETY standards and IML do not mix. 
Every now and again the government gets 
concerned tor your safety and sends In 
Larry The Lawyer to smack you over the 
need. When it's not lawyers, lemmings are 
the bane of your life. They nudge into you. 
turn switches on and otf and contaminate 
ne paint. The only way to get rkJ of the 
critters is to hoover them out ot the way 
c* trick them with a lemming trap. 



TA 





REVIEW 



NIGHT SHIFT 

Lucasfilm 
Games And US 
Gold 



IBM PC AND 
COMPATIBLES 

PRICE £29.99 
OUT November 
GRAPHICS 86% 
SOUND B5% 
PLAYABIUTY 92% 
VALUE B6% 

OVERALL 

90% 



AMIGA 

PRICE C24.99 
OUT November 



ATARI ST 
PRICE £24.99 
OUT November 
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THE BEAST: ■ 
heap of clapped 
out |unk lhal 
requites lender . 
loving care. The 
areas In silhouette 
■re only revealed 
when you can 
handle the 
mechanics, 
better at your fob. 
The magic mixture 
is led In here at the 
top, warmed by the 
giant bunsen 
burner and miied 
in the washing 
machine. Keep an 
eye on the bunsen 
flame - it H gets 
too hot most ot the 
plastic simply 
evaporates. 

MOULDS turn 
shapeless plastic 
into bodies and 
heads. They are 
painted, nailed 
together and sent 
through quality 
control. For a 
hassled 
shift-worker 
pickups are perks 
of the job. They 
come in the shape 
of handy tools like 
matches, spanners, 
hoovers and units 
of extra time. 
Others are travel 
aids balloons for 
the upwardly 
mobile, umbrellas 
to cushion a fall. 



WHO NEEDS 
electricity when 
you can do H the 
old-fashioned way? 
At IML It's 
muscles, not 
mains, that 
generate the 
power. A few 
seconds of hard 
pedalling should 
last the whole of 
the shift, though 
there's a warning 
signal In case the 
power runs too 
low. 



MODELLED. 

painted, Inspected 
and glued, the 
finished product 
has to be 

channelled Into the 
appropriate crate. 
The one marked 
with a 

question-mark Is 
for miscellaneous 
items. 
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bonus: t ooooioo 

U AGES ! S 003 U 120 



AT THE end Of the shift. Frank Foreman assesses your 
achievements. A well-handled shift means your Job Is safe. A 
cash bonus Is awarded for every extra doll made. Rejects are 
Itemised and deducted from your wage- Miss your quota and 
you are fired. 




■ an ■■ra.gss 



NieH*- SHIFT 



THE FRUITS of your labour are reflected In the state of your 
home. As you get good at your job, your tiny one-bedroom 
shack la transformed Into a many-roomed mansion with car, 
kids and cat 



PC 



It's impossible to write a wholly original 
game, but Night Shift is the next best thing. 
Complex platform elements, top class 
puzzler and meticulously worked out 
gamedesign add up to a productthat's unique, addictive 
and utterly absorbing. The key is the elaborate 
mechanism of the IML machine. There's so much to 
discover in so little time that it takes ages to suss it all out. 
Collectibles in the form of a diverse selection of puppets, 
different coloured paints and crazy pickups guarantee 
hours of innocent fun. It does take a little while to got 
used to the concept of a huge graphically Interactive 
machine, but the outstanding presentation and helpful 
documentation go a long way towards alleviating that. 
Half the pleasure is working out where you have gone 
wrong. The rest comes from congratulating yourself on 
a massive bonus score at the end of a smoothly handled 
shift. And with slick graphics, polished animation and 
excellent gameplay to tempt you back, once you start 
your shift you won't want to give it up. 



This Beast looks, moves and plays exactly 
likothe PC version. Theonly real difference is 
in the enhanced quality of the sound. 

Amiga-owning shift workers can expect 
exactly the same nighttime experience as 
their ST using chums. Rates of pay are 
uniform. 
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A trap so deadly that it has remained inviolate for five centuries, so ingenious that 
it gently lures an intruder to a certain death, a trap worthy ot Shankriya, the 
magician king, a tyrant and absolute ruler of vast lands. 
The trap is set in a mulli level labyrinth deep in the bowles of the earth and 
populted by creatures vile, vicious and venomous Within it lay hidden the magic 
scrolls, source of Shankrtya's power 

Only a very brave man, dexterous, with exquisite sense of liming, versed in martial 
arts and a flair for mixing potent magic potions, can ever hope to survive the 
infamous DEATH TRAP 

AMIGA & ST £24 99 

ANCO SOFTWARE. UNIT 10 BUHNHAM TRADING ESTATE. 
LAWSON ROAD, DARTFORD. KENT 

HONE No 0322 92513/92518 FAX No 
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It's big! It's loud! 

It's the Commodore Christmas Show 



London Novotel • 16th-18th November 1990 
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Commodore 

E 



Look out London, the seventh 
Commodore Christmas Show lb 
in town from the 16th-18th November! 
Stacks of new products end over 100 
exhibitors adds up to the moat exciting 
Commodore Christmas Show ever. 

All the major software hou»«s 
will be there to preview their new 
releases for Christmas • great new 
Commodore games, leisure and music 
software for you to take away on the 
dayl 

And that's not all! The Chnslmus 
Show is your chance to experience 
stunning new technologies seen here 
for the first time. 



So save yourself £1 a ticket and call the Ticket 
Hotline or mail the coupon from this ad before Thursdny 
1st November! 

The Commodore Christmas Show 

Friday 16th Nov 10om-5.30pm 

Saturday 17th Nov I0am-5.30pm 

Sunday lSUi Nov 10am-4.30pm 

• Only Commodore specific show before Christmas 

• Over 100 exhibitors • '000s of new products! 

• Commodore Theatre and Games Arcade - manses of 
exciting new product launches! 



CHRISTMAS SHOW 



Yes! I've just got to get along lo the the 
Commodore Christmas Show. Please rush me 
Adult 64% £4 Under- 16 



"I am sending a cheque for £ , 

'Please charge £ lo my "Access." Visa 

Card number 



Expiring. 



Name - 



Addri'nr* 



Admission Prices 

Adults £4 in advance, £5 on the door 

Children £2 In advance, £3 on the door 



C K Commodore 

Comnwdore Christmas Show, Database Direct, FREEPOST. Ellesmere Port, South Wirral, L65 3EB. 051-357 1275 



Postcode- 



Telephone ■ 
Please send your nppbraooo form and cheque or credit 
card detail* lo - Commodore Christmas Show, 
Dntabase Direct, FREEPOST, Ellesmere Port, 
South Wirral, L6S 3EB 

•I'll' dalMa U appropnala 
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Lucasfilm Games' new adventure 
makes a monkey out of Gordon 
Houghton. 

DEEP IN THE heart of the Caribbean lies the island of Melee 
(TM). It's the late 1600s. and the place is packed with 
swashbuckling pirates and voodoo. But for some 
mysterious reason those pirates aren't buckling any 
swashes and no one wants anything to do with voodoo 
hoodoo. 

Enter Guybrush Threepwood (that's youl.stage right. All 
you ever wanted to be in life is a pirate, downing barrels of 
grog, roving the high seas in search ol booty, laughing 
dismissively at opponents in a sword fight. The trouble is, 
no one seems to lake you seriously. The only way that you 
can earn the respect of your piratic peers Is to unravel... 

Cue: - Dramatic Music The Secret of Monkey Island 
fTMIJ 




—A 





FIFTEEN MEN ON A DEAD MAN S CHEST 



MODERN piracy began when the Mediter- 
ranean was plundered by opportunist 
swashbucklers in the early 1500s. Some 
groups of Moorish corsairs were so 
successful they even managed to estab- 
lish mini-kingdoms on the North African 
coast At the same lime as widespread 
famine, overpopulation and crippling 
taxes were causing hardship in Europe, 
valuable trade routes to the New World 
were opening up. 

It was easy pickings for desperate men 



The pirates worked in large crews, elected 
their own captains (who sometimes 
commanded fleets ot ships), and often 
enjoyed official government sanction to 
raid enemy convoys whenever they could. 
They started poor, but there was plenty ol 
opportunity to get very rich. 

By the end of the 18th Century when 
Europe was heading for greater stability 
and its naval power was slrong enough to 
police the waves, flesh and blood pirates 
had virtually died out, though they 



continued to live on in fiction. Most feared 
and respected among Hterary pirates are 
Treasure Island's Long John Silver and 
Peter Pan's Captain Hook. Swashbuckl- 
ing movie versions tend to rely on Irilly 
shirts, lashings of rum and a hefty dollop ol 
romance: Captain Blood (1935), The 
Crimson Pirate (1952) and Blackboard 
The Pirate (1952) are among Ihe best 
Rob Reiner's fantasy spool The Princess 
Bride is certainly worth its seasall. too. 
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REVIEW 



ret Of Monkey Island 



m Toum. 



t-tso's t\ a%ar«* h«rt 
mm talking to sou. 



THE SCUMM BAB is a dockside dive on the outskirts of the 
town. Most of Us clientele appear drunk or asleep, but a few 
are willing to talk. After gaining some vital Information about 
recent events on the Island and listening to a blatant advert, 
Guy brush stumble* upon this weather-beaten sea salt, who 
tells him about a pirate named LeChuck and his relationship 
with the Governor of the Island. More significantly for now, he 
directs Threepwood to the three Important-looking pirates In 
the next room. 




0p«n Me* to Us* 
- V5 « *0 UB _0O» ST 
Wmm ah to Tun- or 



THIS TRIO intend to make a swashbuckler out of out hero. 
Times are hard in these parts and recruitment to the profession 
is in a state of negative growth, so they gladly accommodate 
his desire to turn pirate. However, before Guybrush can even 
contemplate swigging grog with the best of them, he has to 
undergo the Three Trials: mastering the sword (In order to 
defeat the Sword Master), acquiring the art of thievery, and 
learning how to find burled treasure. Worse still, he needs 
proof that he's successfully achieved all three. 




MEANWHILE, LeChuck's ghost ship Is anchored In a river of 
lava deep beneath Monkey Island (TM). LeChuck tried to gain 
the love of the Governor of Melee Island (TM) by sailing ofl to 
unravel the secrets of this unholy place, but a mysterious storm 
blew up and sank his vessel, leaving no survivors. None the 
worse for being dead, he fills his time sailing the waters 
between the two Islands, frightening pirates into staying on 
land, and hatching a diabolical plot. It all means bad news for 
Guybrush. 



There," he 

cried. 
"That's what 
I think of ye. 

Before an 
hour's out I'll 
stove in your 

old 
blockhouse 
like a rum 
puncheon. 
Laugh, by 
thunder, 
laugh! 
Before an 
hour's out 
ye'll laugh 
upon the 
other side. 
Them that 
die'll be the 
lucky ones!" 

"Fifteen men 
on the dead 
man's chest 
— yo-ho-ho 
and a bottle 
of rum! 

Drink and 
the devil had 
done for the 
rest - 

Yo-ho-ho 
and a bottle 

of rum!" 



Extracts From 
Treasure Island 
by Robert Louis 
Stevenson 




THE TOWN Is a vital source of information and equipment. As 
well as a suspicious-looking street-corner 'map' seller, there is 
a group of local pirates with loose tongues, a fortune-teller, a 
prison occupied by a halitosis-troubled prisoner on a rat diet a 
deserted church, an enigmatic sheriff, and a rubber chicken 
with a pulley in the middle. However, one of the most Important 
places is this general store. The hoary ok) shopkeeper seems 
to have connections with the Island's Sword Master, and will 
deliver Threepwood's request for s duel with her if asked 
nicely. His shop also contains a sword and a shovel, which 
prove useful for a couple of the Trials, but they are quite 
expensive items. It's time to seek out some extra cash. 




RETURNING to the lookout post Guybrush discovers there is a 
path which leads to the rest of the Island's locations: a tiny 
Islet to the north, a forest clearing, a maze-like fork in the road, 
mysterious lights, an unknown house, a bridge guarded by a 
wise-cracking troll which should he visit first? 




ii *s rr. 
, TYjO ->ti vou p»* mt? 
*ct rr' 



GUYBRUSH loves a circus, so he decides to visit the Big Top. 
Inside he finds the cowardly Fettucine brothers arguing as to 
who should rehearse the human cannonball trick. If only he 
could find a helmet, Threepwood could be the guinea pig 
himself, a feat which should prove rewarding. 



REVIEW 



PERKY 
PIRATES 

FOUR of the 

best... 

CAPTAIN KIDD 

COMMISSIONED by 
New York's 
governor to 
suppress piracy. 
Kldd became a 
notorious pirate 
himself in the late 
17th century. He 
terrorised the seas 
for three years 
before eventually 
being arrested and 
hanged 

HENRY MORGAN 

PROBABLY the 
most famous 
Caribbean 
buccaneer. 
Welshman Henry 
Morgan made war 
against Spain and 
sacked Panama in 
the mid 1600s. with 
the unofficial 
sanction of the 
British government 
He was later 
knighted and 
became Lieutenant 
Governor of 
Jamaica. 

BARTHOLOMEW 
ROBERTS 
(1682-1722) 

AFTER being 
captured by pirates. 
Roberts (a British 
Navy captain) 
eventually 
capitulated and 
joined with them. In 
the earty 1700s he 
became one of the 
richest British 
buccaneer s and was 
killed, ironically, by 
the Navy he'd left 

L'OLLONAIS 

CHRISTENED 
Jean-David Nau, this 
man from CHIone in 
Brittany was among 
the most ruthless 
pirates who ever 
plundered, murdered 
and stole. He was 
so nasty his own 
crewmen eventually 
deserted him and 
left him lo be 
poisoned and 
clubbed to death by 
an Indian ambush. 

PIRATE 
PATTER 

Aharr. Jtm LaO' 
Avast. Me Hearties' 
Avasi. Ye 
Landkiboersl 
Shiver Me Timbers! 
Yo Ho Ho And A 
Bottle Of Rum! 

PIRATE 

PARROT 

PATTER 

Pieces Of Eight! 
Pieces Of Eight! 
Pieces Ol Eight! 
Skraaarrk! 
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ONCE he's tricked his way past the ugly 
blue troll on the bridge and bought a 
sword, Guybruih visits Captain Smirk In 
his lonely house on Melee Island's (TM) 
eastern coast lor a spot ol training In 
swordsmanship. Deciding that desperate 
times call for desperate measures, Smirk 
employs the services of a mechanical 
machine to work Guybrush Into the 
correct physical shape tor combat. 
However, physical prowess is only hall the 
discipline: our hero must leam the art of 
repartee and Insult In order to complete 
his training. Many a contest with the 
sland's roving pirates lies ahead until he's 
learned the correct responses and is fit to 
face the Sword Master. 








so's sor mor+*r. 




I am rubber, vou are 9X*... 




Vou mus? b« WMonq 0* somcore cs« 1 «m -< 


it a farmer. 



couw have it' 
r 9or«4 to Mrr-oui M 
1 n a rnu*eunV 



THE MANSION house la the home of Governor Marley. and the 
place where some loose ends are tied up. Using the cunning 
required of every pirate, Guybrush slips past the deadly piranha 
poodles and steps Inside. In order to acquire the art of thievery 
he must steal the golden Idol. But how can he do it? And is 
Governor Marley as cold-hearted as people have made out? 



PC 



One of the criticisms levelled at Loom was 
that it was far too easy to complete. This was 
partly due to the abandonment of the text 
command and object inventory combina- 
lion used in other Lucasfilm adventures. The Secret Of 
Monkey Island (TM) returns lo this formula, and is all the 
better for it. The combination of excellent writing, 
devious puzzles and the ability to shape your own 
narrative works brilliantly: it uses the off-the-wall 
humour of Zak McKracken and the depth and variety of 
Indy to create a cracking game. The gameplay is very 
well structured: you can mess around with most of the 
different responses in conversations (and so wander 
down the adventure's offbeat trails) and still achieve iho 
desired result. As a result it's easy to explore, very hard 
to put down, and still packod with devious puzzles and 
curious objects. The tone is exactly right, passing 
comment on the cinematic cliches of pirate films as well 
as throwing in the usual references to other Lucasfilm 
games and some excellent 'extras' - try talking lo the 
dog in the Scumm Bar, or watching the fight scene in the 
mansion house. The constant TradeMark brackets after 
every mention of Melee Island (TM) or Monkey Island 
(TM) can get annoying, as can the learning of insults for 
sword fighting, but these are more than made up for by 
the positive elements: constant surprises, brilliant 
humour, impressive spot effects and great dopth. Not to 
be missed. 



An ST version has just been started, which 
will feature the same gameplay as the PC 
version reviewed here. As with Indy, it will 
probably appear on half a dozen disks, and 
thoro aro evon rumours of clue books and T-shirts. 



ST 



The Amiga version is also being program- 
med right now, and is due for completion in 
about six months. Again, as with Indy it 
should come on three or four disks, and 
gameplay will be virtually identical. 




WIN! 



A VIDEO RECORDER! 

PLUS SOME PIRATE VIDEOS! 



All Courtesy Of US Gold 

TO CELEBRATE the release of Lucasfilm Games' quality graphic 
adventure. The Secret Of Monkey Island, US Gold isindulging in a little piracy 
- on the high seas that is. Somewhere on Skulle Island is buried treasure. No. 
not gold and trinkets and ah that stuff, but a swish Sony Video Cassette 
Recorder and five pirate videos (videos about pirates), including Treasure 
Island and The Princess Bride All you have to do lo stand a chance of winning 
all this lovely booty is find the treasure. On the mapbelow. recovered from the 
wreck of Cap'n I loolc'sown ship, are marked 1 1 localionsonSkulle Island that 
might be the location of the treasure. Fortunately, some scraps of parchment 
from the Captain s Log were also discovered, and these give clues as lo the 
whereabouts of the treasure chest Read them and mark on ihc map (or a 
photocopy), a cross at the point you think the treasure is to be found. Then 
send your map with your name and address to: YO HO HO. The One, Priory 
Court. 30-32 Farringdon Lane. London EC1R 3AU. lo arrive no later than 
November 28th The first correct entry drawn from Ihe hat alter the 
closing date wins its sender the video recorder and pirate videos. 



ftfaulle Sslanrj 




€xtrarts ;f rom Iljf Captain's log 

'.managed lo avoid Shark \\*\ iloai three 
men there fl*e years ago), and decided lo land 
at Pirate Puint. Bad Weather meant we 

Mi. 1 rttk the atrip arainvl the rock* *n wv 

continued 11 around the nw*l..." 



Hrr 



"...pH further wuib and 
fiom a hcuMl. (..rlifWd buikllnc 



"...tuulh -eiihrd anchor In a quirt we. 
*trirh Mi "hellered *o that *•« couldn't be 
teen from in* Ml al*o*e. Rowed lo ihor* and 
immedlatrh made oar waj Inland..." 

"...we ha*e t« n»d >ofne»hert Ml «oUd 
ground lo bur* the treasure..." 



"...Ihe place mual not he heavll* populated... 
we don'l ha»e either climbing gear or a boat 
olth ua..." 

"...I don't like olid animals and the flrvl male 
haa a phobia about 1. . - ■ 

"...eventual!*, aner croulog one rl»cr. we 
came arrow Ihe perfect place lo hide the 
ireuure, and a nke old gentleman 10 help 

■al" 

The Editor's decision la. Una) and no 
«Hr»*pono*nc* will be entered Into. Emp- 
loy*** (and their U lends and relative* lor that 
matter) of US Gold, Lucasfilm Game* and 
EMAP Image* are not eligible tor entry. 



EARTH, 22nd century. 

You are about to embark on an exciting and 
dangerous adventure. The Bureau of Astral 
.Troubleshooters has selected you as their 
special agent. • 

Vour mission : to find and destroy Vrangor. 
the evil genius who is threatening the peo- 
ple of the iQnet Selenia. 
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Midnight 
Oil 



OUR PRIORITY : CAMEPLAY 

"From my point of view, the game has kept me sitting up at nights 

and through holidays and weekends for up to 72 hours at a ATARI 
stretch, with minuscule breaks for food and other necessities. USER 
. ... It is a game I have no hesitation in recommending to REVIEW 
anyone with even the slightest interest in American Football. 



STOP PRESS ** New 1990 NFL Team/Player dala now included* 

IBM PC: Hercules, CGA, EGA, VGA SW or Vh" disk £29.95 
ATARI ST: All STs, TV/Mono/Colour monitors £19.95 
AMIGA: Available for all Amigas. Call for details £19.95 

HEADCOACH V.3 



THE GAME 

Headcoach is the complete American Football 
simulation. You lake charge of the latest recruit 
to (he National Football League, and through 
skillful design of gameplans and the use of the 
college draft, build up a 45 man squad to keep 
your fans happy and win the Superbowl. 
Unlimited seasons, and aging players, produce 
a realistic game of flucluating fortunes. 

THE MATCH 

The match is a game in itself taking about 40 
minutes to complete. With 26 offensive plays 
and 21 defensive plays, there is ample scope to 
match your gameplan to the skills of your 
squad, and exploit the weaknesses of your 
opposition. It's here where the strengths and 
weaknesses of your own players are 
highlighted. 



TRAINING CAMP 

Here is an opportunity to assess your players 
before they take the field. The appropriate 
coach will give you his view of the current form 
of any of the players and how they are 
performing in training. The current sharpness 
of any player can be assessed from their time in 
the 40 yard dash. Wide receivers, cornerbacks, 
running backs and linebackers are all positions 
where speed off the mark is crucial. 

AVAILABLE DIRECT FROM 

The Midnight Oil, 

Dept T03, 
18 Hazelmere Road, 
Stevenage, 0438 
Herts SG2 8RX 721936 



Current owners send S.A.E. for update info, or return master disk + £1 .00 for update 



COLLEGE DRAFT 

During the 16 match season, plus whatever 
playoff matches you achieve, you will find 
yourself praying for a second classy running 
back or wide receiver, or need to beef upyour 
offensive line (too many sacks). There can be 
many weaknesses. The college draft should be 
used to find those stars of the future and make 
sure that they're playing for you. 

STATISTICS 

The statistics section will encapsulate your 
team's, and your player's, season. Total yards, 
rushing yards, passing yards, kick-off returns, 
punt returns (and averages for all these), 

interceptions, sacks all these are kept for 

each match, the whole season, for the team, 
and for each player. MVP votes are 
accumulated for the season . American Football 
is a game of sfals and this simulation sustains 
that. 



ATARI 

POWER PACK 
C369.99 

MIDIMAN 
£459.99 

EXTRA PACK 
E459.99 
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-sew en mm- 

iNCLUOfS - 
BACK 10 TMt FUTURE 2 
DAYS 01 THUNDER 
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DPAINT 2 
JOYSTICK 
ONLY 




CALL 081 551 5707 NOW 

FOR THESE TITLES AND 100'S MORE! 
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SEND CHEQUE OR POSTAL ORDER. AND NAME AND ADDRESS TO:- 
TOUCH COMPUTER SYSTEMS (U.K.) LTD. 49 HIGH STREET. WANSTEAD. 
LONDON. El 1 2AA ALTERNATIVELY FAX CARD NO. EXPIRY DATE & 
HOLDER'S NAME WITH ORDER DETAILS TO 081 989 5177. ALL PRICES 
INCLUDE VAT. UK DELIVERY FREE. EEC £2.00. REST OF WORLD £5 00 



MACHINE 


TITLE & DtSKSIZE (IBM/PC) 


PRICE 
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TOTAL 





GIJIXFIGIITEU 

USE YOUR U01CE 

TO 0UTDRAW 
THE GUNFIGHTER 

CASH PRIZES 

0898 31 35 90 

MODlAl POBw 36 LSI 4TN Coll endow ttp Pet Mn Cheep 44p Pet Mn All Other Tftres 
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ATARI ST/STE - AMIGA 



Games for HIRE or PURCHASE 
TRY before you BUY 
At least 15% off all software 
Guaranteed Originals 
We have the LOWEST Membership & Hire Fees of any 
ST & Amiga Club 
Try our Public Domain at LOW LOW prices 
Swop your originals in our SWOPSHOP 
SPECIAL NOVEMBER OFFERS FOR NEW MEMBERS 
New releases added WEEKLY 
Monthly Newsletter plus lots of 
Membership Interacton 

Please enclose LARGE S.A.E. + 30p stamp to: 

Cum-Com Software (International), Dept THO, 
Gardener's, 63 Kings North Road, Ashford, Kent, 
TN23 2HZ 

Please state format. 




07f-2£>f6222 



New modem? Hi-tec EC2400 deluxe 
quad speed MNP5 Modem Max through- 
put 4800 bps (MNP5 Data compression) 
Hayes compatible BABT approved retail 
». Save 25% by ordering direct Tel: 
T) 897333. 

Atari ST. Soundtracker and Quartet 
library. Send a disk with SAE tor a free 
catalogue and examples to:- Michael 
Hart. 1 Penally Hetghts. Penalty, Tenby, 
Dyfed, SA70 70P. 

Would you like lo be rich? You would? 
Then send a SAE to J. Allen. Mary Bella. 
2B Wexford Rd, Oxton. Birkenhead. 
Merseyside L43 9TD for free details. 



SOFTWARE EXCHANGE 



Swap wtu* used o* competed Amiga and 
Alan SI programs FREE MEMBERSHIP. 
The ocoocritcal way lo serve your hobby 
Don I leave programs on the shell coBocnhg 
dust Gel replacements lo sufl your tastes in 
software tor a (racoon of the cost ol new 
programs. How? - Just send a SAE tor lull 
details lo 
UK Software Exchang. 
Club (THO) 
IS T unwell Groavo. 
Sheffield, S5 9GB 

A SOFTWARE COMPANY requires any 
LEISURE software YOU may have 
written to launch on an exciting new 
label. Excellent royalties. Send any 
information to: ABACUS, MERRIEVALE 
COURT, BARNARDS GREEN. 
MALVERN. 

Have literally toads ot money. How? It's 
totally easy and so smooth! Brilliant 
method! Send SAE to me: Steve 
Edwards, 6 Paddock Drive, Ivybridge, 
Devon PL2t OUB. You won't regret it!! 

SONY 3.5" DSDD disks, special 
purchase. 10 ■ £6; 20 - £1 1 ; 100 - £52; 
cheque/PO/ Visa/ Access to "Pete's 
Place', 34A Manna, Bexhill-on-Sea, 
East Sussex, TN40 1BP. Tel: (0424) 
730209. 



Dtski from oi little os £1 .00 Over 600 

disks to choose from. 
Send 25p stamp for latest catalogue or 

Et .25 for Catalogue Disk which olso 
contains other PD/Snotewore program* 

Why pay more? 
35, Northcole Rood, Strood, Kent ME? 2DH 

Tei 0634 710788 



Arcade Pier, Daft Viz style fanzine for 
ST/Amiga, make 50p cneques out to 
"Cancer Research", + SAE, 4B Cur- 
rents Lane. Harwich, Essex C012 7DF. 

ZW disks 50p each. Sony at 70p. All 
1 00% error free. Phone 0782 6376 1 2 for 
address and details ask for Galaxy 
Disks. 



ATARI AND 

AMIGA SOFTWARE 

We n»v» »n ail round teiaaion ot raaka 

(OR HIHt Apply now and h-r. youf Am four 

giimitrn Around 1.600 different original Wn 

Tot (uri dnmit and * tumidd ■tfclrturt -n.-op. 

ww*itm^nM4a^»hjijm^ 7pm-i0pm 

Atari S» SlfM QMM poM frw - 16 <Ma 
Armga < 



>tfm ohm po* tra* • tt. m 



Top Quality urtiapriiM 3W double i«Md diaU 

lOto-mtS MforMI SOfor 

»f-o*» kwth« looforfMM 

Happy Discovery cartridges for the ST 

Only t!4f *0 o< DSS fc fpi 3 

Uwt •nclude ntnotiy Mac Soft-ar ■ and backrtg up 

end STtoftwera to data 
Sand SAX to. (Mail* 

GAMES & SOFTWARE 

Dept THO. M Tilbury Road. Thorn ey Ooaa. 
Sunderland SR3 4PD 
Tel (091) 528 63S1 

Prop P. Tsyto> 



SONY 3.5" DISKS SONY 

THE BEST DISKS-THE BEST SERVICE-THE BEST PRICES 



10 3 5-DS|T»O €590 

30 3.5-OS/DO C11.SO 

30 3 5-DS/OD C1850 

40 3 5'OStDO C21.50 

50 3 5" DS/DD £26 50 

100 3.5" OS/DO r 49.00 

200 3 5" DS/OO C89.00 

500 35" OS/DO £210.00 

MORE CALL 



USE OUR CREOITCARO HOT- 
UNEIIt 

ACCESS -0/4? 726485 VISA 

WE ONLY USE SONY DISKS. THE 
BEST AVAILABLE LIFETIME 
GUARANTEE SAME DAY DCS- 
PATCH. NEXT DAY DELIVERY 
STANDARD EXCEPT 40/50/100 
DISKS WHICH TAKE 3 DAYS 
PRICES INC VAT ft POSTAGE. 
PLEASE RING OR WRITE FOR 
MORE DETAILS 

CHEQUES OR P O S TO: 



NO CLOCK 
WITH CLOCK 
QB1V-ES 
CUMANA AMIGA 
CUM AN A ST/E 
DISK BQXS. 
ONLY WITH DISKS 
40 CAP BOX 
60 CAP BOX 



f39 00 
£4900 



£75 00 

eas do 



£390 
£5 90 



HARDWARE DISTRIBUTION 

DEPT (TO). 28 FURNtVAL GATE, SHEFFIELD. SI 4QP 
TELEPHONE ORDERS WELCOME ON 0742 726485 



For sale. Atari 1040STFM with 9-pin 
Brother printer with 5 pieces of software 
inc. Word Printer and Flight Sim 2. 2 
Joysticks and 1 mouse. Price £400. Tel: 
Philip on 0277 218616. 



GET SERIOUS. The club for people who 
take their games playing seriously. 
Annual Subscription £5. Send cheque/ 
P.O. to CJW Services. 81 Sleaford 
Road, Newark. Notts or SAE for details. 



'-CLASSIFIED COUPON " 



I 
■ 
■ 
i 
i 
■ 
■ 
■ 
i 
I 
■ 
i 
■ 
i 
■ 
■ 
■ 
■ 
■ 
■ 
■ 
■ 
■ 
■ 
■ 
■ 
■ 



All you have to do is fill in the coupon below including your 
name, address and telephone number and send to: 
Classified Dept, The One, EMAP, Priory Court, 30 - 32 
Farringdon Lane, London EC1R 3AU. 
Maximum 30 words. Your advert will appear in the earliest 
possible edition. 



Name: 



Address: 



Tel:. 



Have you Included the fee of £6.00? 

Make cheques payable to EMAP PUBLICATIONS LTD 

CONDITIONS: 

The Advertisement Manager reserves the right to alter, reject or 
suspend an advertisement without assigning any reason. 
Advertisements are accepted subject to approval of copy and to 
the right of the Advertisement Manager to alter, reject or cancel 
any order without explanation. The Proprietors are not liable for 
any loss from any cause whatsoever, nor do they accept liability 
for printers' errors. The Advertisers shall indemnify the Publishers 
in respect of any claim, cost and expenses arising out of any 
libellous or malicious matter or untrue statement in any 
advertisement published for the advertisers, or any infringement 
of copyright, patent or design therein. The placing of any order will 
be deemed to be an acceptance of these conditions. 



AMIGA 

Up Front, Crlonics. 
and Rebels disks 
are available Ifom 
Riverdene PDL, 
30a School Road. 
Tiiehut st. Reading, 
Berkshire RG3 SAN 
Tel: (0734) 
452416. Crlonics 
and Scoopei are 
available from 
NBS. 132 Gunvflle 
Hoad, Newport 
Tel: (0983) 529594 
The first TREACL 
Megademo Is 
available from 
Sofrville, Unit 5, 
Stratlleld Park, 
Elettra Avenue. 

Waterloo vl lie. 
Hampshire P07 
7XN Tel: (0705) 
266509. The 
Alcatraz Power 
Demo la from 
Demon Software. 

Harbledown, 
Westland Green, 
Little Hadham. 
Herts SG77 2AO, 
and Scoopex's 
stuff is available 
trom 17 Bit 
Software, PO Boi 
97, Wakelield, WF1 
1XX - Tel: (0924) 
366982 



WIN! Something more valuable than 
gold. Something more precious than 
love itself. Yes, you could win a 
place on this page. All you have to 
do is send us your demos, be they 
pictures, animations, tunes... 
whatever. Any Amiga, Atari ST and 
PC wares which catch our eyes will 
be shown here in all their shining 
glory. The address, as ever, is 
DEMOS, The One, Priory Court, 
30-32 Farringdon Lane, London 
EC1R 3AU. And please remember 
that if you don't send a stamped 
addressed envelope, we can't 
guarantee to return your disk. 
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UP FRONT'S Plasma Demo. 



ATARI ST 

The Loaf Boys' 
Life's A Bitch Is 
aval lav ble trom 
Riverdene PDL, 
30a School Road, 
Tilehurst, Reading, 
Berkshire RG3 5AN 
- Tel: (0734) 
452416 



IBM PC AND 
COMPATIBLES 

You can't get these 
anywhere because 
there aren't any! 
Hah. Unless you 
know different... 





CRiONICS Megademo. 



GAME OVER 
MAN! 




YOU CAN ALWAYS TELL when a 
demo crew is ready (o hit (he big lime 
- when il produces a few really 
slartling demos which make you go 
'Wow!' each time you see them. 
Colonics and Scoopex are two such 
crews. These boys are going lo be 
scooped up (pardon Ihe pun) by some 
big European software house, and very 
soon at thai. What these guys can't do 
with a screen ol graphics isn't worth 
doing. It's funny, but why is it that the 
really hot crews are generally in 
Germany or Scandinavia? Surely 
there's some hot programming talent on 
these shores? Let's hear from some 
home-brewed skill. Another shortfall we 
have at the moment is the amount of 
ST stuff. Let's hear from some Atari-ers 
as well. Why is it only Amiga teams can 
be bothered to put a disk in the post, 
hmm? Anyway, enough whining and on 
with the show... Given the distinctly 
European feel of this month's column, 
it's hardly surprising that Ihe majority of 
offerings on display are Megademos - 
Ihe bigger the better, our continental 
cousins seem to believe. Even those 
inexperienced in the art of 
demo-making are jumping in at Ihe 
deep-end with mulli-disk extravaganzas. 
Cnonics Megademo (imaginatively 
titled Crlonics Megademo) is very 
impressive stuff indeed. It's got the one 
factor lhat no Megademo should be 
without - variety. Each section is 
sufficiently different from the last lo 
prevent boredom setting in, and there's 
a little bit of everything in evidence, 
from filled 30 polygons to some jolly 
cartoon artwork. Anolher newcomer to 
the demo scene, Ihe oddly-named 
TREACL, has also impressed with his 
first Megademo. High-quality animated 
pictures, text tricks. . it's all here, but 
usually with a unique and stylish twist 
to provide the tasty icing on the cake. 
Yum yum. Definitely one for Ihe 
collection. In a less mega-y vein. Up 
Front has come up with the very very 
nice Plasma Demo - so called 
because it's based around a new kind 
of clever graphics trick. It's a vanation 
on Ihe Copper malarky where 
graduated multi-colour bars scroll 
across the screen, but here the bars 
bend and merge into another to create 
a psychedelic 'ripple' effect. Very nice, 
although even the most beautiful of 
offects can get repetitive after a while. 
More established coding learn Alcatraz 
also impresses on Ihe Amiga, with a 
top-notch remix" rendition of Snap's The 
Power in high-quality stereo and 
complete with those terribly original 
dancing graphic equaliser, bars What 
will they think of nexl? Our solitary ST 
piece Ihis month comes courtesy of the 
good oT Lost Boys, and a very good 
effort it is too. Entitled Life's A Bitch it 
sports the kind of animated texi and 
copper-style wobbling normally 
associated with the Amiga. This is a 
very polished and impressive program, 
showing that the only real problem with 
the ST (as with any other machine) is 
ihe people who program it. 



LOST BOYS' Life's A Bitch. 



"The game I'm enjoying most at the moment is Snow Bros 
once again an example of superior Japanese game design 
I'm looking forward to having it on the Amiga." 
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THE STORY SO FAR 

TELEVISION'S MOST 
FAMOUS lisp nnly came 10 the 
small Kieen by accident really. 
Young Ross was coming to the 
end of his college career and. 
being ut a loose end, decided to 
investigate the possibility of 
following his elder brother Paul 
into television (for the record. 
Paul Ross is still 'in TV. working 
on Crime Watch), This career 
attracted JR because a) it was a 
lot of fun b) it would impress 
people when he told them what 
he did and e) there was good 
money to be made. Apparently 
though, some sort of traditional 
journalistic training was needed to 
get a foot in the door of the 
major companies. However 
Channel 4 was just starting at the 
time and one of the fledgling 
independent companies which 
were spawned in its wake had a 
vacancy for an inexperienced 
researcher. The first programme 
which he was involved with was 
Loose Talk, a sort of serious chat 
show presented by Steve Taylor. 
Next came I kid's show called 
Trak Trix ("Any kid's show that 
spells words in a way that they 
imagine kids will find to be hip 
and funky should be banned."), a 
knockout competition for schools 
all over the country which 
featured go-karting, frishee. roller 
skating and so on. It was on this 
less than fashionable vehicle that 
Ross made his screen debut: 
•" This came about because the 
producer had cocked up. The 
program was scheduled to run for 
ten shows, but by show number 
nine it was all over, so we had to 
find something to fill Show Ten. 
The idea that (hey came up with 
was that the winning team should 
compete against a team of 
'experts' and a team made up of 
the show's production people, so I 
got put on the roller skates. 
Needless to say this was hugely 
hugely embarrassing. I fell over 
about sixteen limes and was 
wearing kids' pads half the size 
they should have been... I looked 
like some sort of mad molester." 
Luckily Ross' career survived this 
set-back as he went on to work on 
Soul Train While still researching 
this show, he became involved 
with the development of The Last 
Resort, an event based loosely on 
the hugely popular US chat show 
Late Night With Letterman. 
Apparently he didn't really want 
to present it himself, but as they 
couldn't find anyone suitable... 
well, the rest, as they say. is 
history. 





I.et's start right at the beginning. How did you get into 
computer games in the first place? 

Jane (that's Mrs Ross to you) 
used to have one of the early 
Alaris and remembered it 
fondly so we borrowed it one 
Saturday when we were bored, 
hut ii was pathetic. 1 thought i 
can't be doing with this.' So I 
said 'Why don't we buy a proper 
one?' She was convinced that 
you had k> have a proper 
keyboard, but I remembered secinglhalyoucould get 
something like a console and we ended up buying a 
MasterSystcm. Needless to say we both got hooked: I 
got hooked on the original Shinobi and Alien 
Syndrome while she got hooked on something like 
Mystery Warriors or something girty like that 
You've got quite a Tew more computers than that now . 
Yes. the collection has now grown to include a Sega 
MegaDrive. a Turbo Grafx, a Nintendo, a Sega 
Master System and an Amiga 200(1. And. lest we 
forget, twoGameBoysand a Lynx. For work then I've 
got a Macintosh at home and a portable Mac in the 
office. 

Apparently comk-s are your real passion. l>o you think 
thai this is related in any way to playing games? 

Of course, that 's probably why 1 found il so easy to get 
into games in the firsi place, because a lot of them, 
especially the more fantasy based games, are basically 
interactive superhero comics. Shinohi, Altered Beast. 
Narc, they could just as well be comic books - 
RoboC'op certainly. 

So where did this comics fetish come from? 

When I was about ten I got into comics in a big way. 
My older brother Paul led the way. then he got out of it 
and 1 Stayed with them. I still buy copious amounts, in 
fact I spent ihe whole weekend tidying the collection 
up. 

How many do you have? 

I've no idea, it could be anything between four and 
eight thousand. I've got almost all of Ihe Spiderrnun 
books, almost all of the Fantastic Fours - the ones 
that I havcn'lgoiaren'i the valuable oncsor anything, 
they're just the ones that I haven't got around to 
picking up. Basically I've got just about all of the 
Marvel comics since the 1960s and a large amount of 
DCs and modern independents as well. 
Were you ever into arcade games? 
I was actually. I started with. . . what's its name again? 
Oh yes. Scramble. That was Ihe one that really 
BOOkad mc. but I used to like the usual things like 
I'acMan and Defender, although that was always a bil 
loo complex for me. I'd usually play it in pubs, and 
after about two pinls I'd lose ihe ability to judge my 
smart bombs and so on. I vaguely remember when 
Space Invaders firsi came out , bul frankly I wasn't that 
impressed, il was all rather tedious. 



JOHNNY'S TOP TEN (ERM... 
SORRY, NINE) GAMES 

R1YPE 

A genuine classic, brilliantly programmed, fast 
moving, exciting and all those things. Also. I've ycl to 
finish it. 

RAINBOW ISLANDS 

A greal coin-op and a superb platform game... 
strangely . I've never actually played Hubble Bobble. I 
bought it recently on Ihe Nintendo, bul I bought the 
cartridge in the Stales and it doesn't play on my 
English system. 

NEW ZEALAND STORY 

Another good 'un , in lact it's probably more fun than 
Rainbow Islands. Lovable Kiwis, you can'l beat them 
can you? 

TETRIS 

You've gol lo say that one don't you - although I've 
goi il Oil the Macintosh and it's rubbish How on Earth 
do you screw up a perfect game design like thai? 

BLOOD MONEY 

I've had to include this, although I thought that maybe 
■I was a bit loo difficult. The music is fantastic and u 
was just a very clever game - very challenging with 
lots of sort of hidden problems: ihere was one stage I 
remember when suddenly your conlrols were 
reversed and you had lo play backwards . either that 
or I had a lauliy disk. 



SHINOHI 

To be honesi . on the Amiga ihis one really sucks. It's 
good on the Master System and on the PC" Engine, bul 
on Ihe Megadnvc, Super Shinobi (as il'scalled) is one 
Of ihe besi games that I've ever played. Seriously 
addictive, as is.. 



ALEX KIDD IN WONDERLAND 

Oris it A lex KiddAnd The Magic Castle? Greal cilher 

way. 

XENON 

Recommended lor all ihe obvious reasons, good 
smtHtih gamcplay and so on I had problems wilh it. 
it's a lough game but I guess that's what I liked about 
il. It's one of those games thai you get into and then 
suddenly realise lhai it's midnight. 

TKUXTON 

Actually I'm not sure what this one's called cither, if 
it's not Thruxxon it's Tatsujin. Eilhcr way. it's 
probably the best mindless shoot 'cm up lhal I've got. 

_ . 



So you don't have one of those *1 was addicted to 
computer games and stolefrom my granny" sob stories 
to tell? 

No. sadly not, because I was already working by the 
time they came oui so money wasn't too much of a 
problem. But if I had a chance lo do it all again I 
probably would. 

When we were talking earlier you made some scalhing 
reference to (he Alari Lynx. What was all lhal aboul? 

1 1 hmk it's shocking the way they've released a games 
machine and noi followed il up wilh any sorl of 
software support. I mean, ihcrc arc still only about 
four or five games available, three of whicharent very 
good anyway. They've heen promising more for 
months now: Klax is supposed to be coming oui on ft, 
as is Rampage and a few others and we haven't seen 
any of them. I've got a strong feeling lhal they're 
probably cither noi going to bother or it's going to he 
so laic by ihe time it happens that they'll probably 
bringoul a newsmallct sleeker handheld and the poor 
Lynx owners will be shafted. Now ihey are hyping it 
up for this Christmas on what appears to be false 
premises - why don'i ihey give us some release dales 
for ihcsc games? 

While we're on the subject or Ihe Lynx, do you Ihink 
that, for all of its fancy colour and so on, it'sasgood a 
games machine as Ihe GameBoy? 

1 think thai if ihe games are programmed properly 
then yes. I mean it's certainly got the potential lobe. 
The colour is a big bonus - California dames for 
example is excellent. A badly programmed game is a 
badly programmed game no matter what machine it's 
on: PaperBoy on the GameBoy for example is so 
unusable you can't sec what the hell's goingon. There 
are one or two oilier GameBoy games thai aren't so 
good either - most of them arc excellent though and 
at Icasi (hat's one thing thai Nintendo did right, they 
sorted oui Ihe sofiwarc base before ihey launched the 

product. 

By the way, have you and Jane linked up yet? 
No. because we still haven'! goi any linking doo-dahs 
- as soon as wc gel one I'm sure we will. Actually, I 
suspect lhal I'll probably link up more with people in 
the office. I only like lo play Jane al games lhal I can 
bcal her at. 

IH« you slill visit Ihe arcades in your spare time? 

Oh yes. I tend to go lo Las Vegas about once every 
week to check oui whal's new. They've jusi go! 
Vapour Trail, lhal 's really good fasl mindless action . . . 
jusl ihe job. But the game I'm enjoying most al Ihe 
moment is Snow Bros - once again an example of 
superior Japanese game design. I'm looking forward 
to having it on ihe Amiga. 
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QuickShot offers the most 
complete selection of video 
game controllers in the market. 
Models are available to suit all 
the most popular video game 
machines and just about any 
playing style. And no matter 
which model you choose, 
you can be sure you're getting 
the kind of performance and 
value for the money that have 
made QuickShot the biggest 
name in the business. 
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20,000,000 
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...for t/our nearest /6b/t games spec fa//'st 



CORNWALL 

Truro Micro Ltd 
Bridge House. 
New Bridge St, 
Truro. 

Cornwall TR I 2AA 
0872 40043 



DEVON 

Computcrbase 
21 Market Ave, 
City Centre. 
Plymouth. 
Devon 
0752 672128 

Flagstar Computers Ltd 

The Totnes Computer Centre. 

I Apple Lane, 

Htgh Street, 

Totnes, 

Devon 

0803 865520 



DORSET 

Columbia Computers 
1 7 Columbia Road. 
Bournemouth, 
Dorset 
0202 535542 



ESSEX 

Starbyte Computers 
416 Cranbrook Road, 
Gants Hill, 
llford. 

Essex IG2 6HW 
081 518 1221 

HERTFORDSHIRE 

Faxminster Ltd 
25 Market Square, 
Hemel Hempsted, 
Hertfordshire 
0442 55044 

Games Keeper 
10 Station Road, 
Letchworth. 
Hertfordshire 
0462 672647 

LANCASHIRE 

VU-Data 

203 Stamford Street. 
Ashion under Lyme, 
Greater Manchester. 
Lancashire 
061 3390326 

LONDON 

Software Shop 
8 The Arcade 



High Street 
Eltham 

London SE9 I BE 
081 850 6177 
Spectresoft 

Jubilee Covered Market, 

Covent Garden. 

London WC2B 

0831 469293 

Video Centre 

2 Denmark Terrace. 

Fortis Green, 

London N2 

081 365 2840 

NOTTINGHAMSHIRE 

Long Eaton Software Centre 
Commerce House, 
West Gate, 
Long Eaton, 

Nottinghamshire NGI0 I EG 
0602 728555 

MIDDLESEX 

!KL Computers 
' Windsor Street, 
Uxbridge, 
Middlesex 
0895 51815 
Fax: 0895 81 1701 

SUFFOLK 

Bits and Bytes 

*7 Upper Orwell Street, 

Ipswich, 

Suffolk 

0473 219961 



SURREY 

Bark man Computer Services 

1st Floor, 

Cardinals. 

Kingston, 

Surrey KT I IVY 

081 546 5941 



SUSSEX 

Gamer Computers 
1 1 East Street, 
Brighton, 
East Sussex 
0273 728681 

Compute rwise Brighton 

44 George Street 

Kemptown 

Brighton 

East Sussex 

0273-674626 



WALES 

Bucon Ltd 

Micro Store. 

35/36 Singleton Street. 

Swansea SAI 3QN 

0792 467980 

WARWICKSHIRE 

SPA Computer Centre 
68 Clarendon Street. 
Royal Leamington Spa, 
Warwickshire 
0926 337648 
Fax: 0926 425985 



IN CRYSTAL COLLECTION INFOGR AMES PRESENTS 

« The echo of lights 

The light corridor •»*•—»'-"• 




Available on ATARI ST-STE, AMIGA. PC & compatibles 



* CRYSTAL COLLECTION INFOGRAMES PRESENTS 

« They have created 

^\ T Mj-i — ^ T-T m — f^e dream machine » 

Alpha Wave& . — , . 



Your passport to a new world : VIR- 
TUAL REALITY The programme : 
explore a labyrinth of waves and light, 
discover the mechanics of dreams and 
challenge the power of the ALPHA 
waves. An hallucinating experience, 
rich in unreal sensations, so far 
unknown. 

▲ 2 MODES ; EMOTION / ARCADE 

▲ 256 ROOMS TO DISCOVER 

▲ UNIVERSE IN REAL TIME 3D 
A 1 OR 2 PLAYERS SIMULTAN 
A 100 % NEW AGE 



Available on ATARI ST-STE. AMIGA. PC & compatibles 



« Master the colours, 
rule space » 



IN CRYSTAL COLLECTION INFOGRAMES PRESENTS 

Welltris 




abstraction, 

magic square, 

multiple 

surfaces, 

colours, miroir 

du vide, 

unreal abyss, 

espace, 

lightness, 

reflection, 

purity, 

transparence 
minerale. 




After the fabulous International hit TETRIS, 
|oin Alexey Pa|ltnov. grand mathematician 
of the Soviet Academy of Sciences, and 
take up his new challenge WELLTRIS : 
control the pieces falling, move the volumes 
and master Space. 

▲ 3 LEVELS OF DIFFICULTY : 
BEGINNER. ADVANCED. EXPERT 

A 3D PERSPECTIVE 

▲ VARIOUS GAME SPEEDS 

▲ SCORING SYSTEM WITH TOP TEN 
RECORDED 

A A GAME 100 % GLASTNOST I 

Available on AMIGA, PC & compatibles, and 
soon on ATARI ST-STE. AMSTRAD CPC 

1989 OOKA - All rights wor*eo 
Licensed to Bull«lP<ool Software 
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Kick Dangerous II. 

The Man in the Hat is Back. 

IN A FLASH I 
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YOU KNOW YOU have really arrived when 
tne world starts referring to you by your 
surname. Spielberg, Lennon, Olivier- 
Nobody ever asks: "Do you mean Nigel 
Schwarzenegger who works in the comer 
shop? Such is fame. 

The same is true of Walter Elijs Disney. 
But the King of Cartoons is paid an even 
greater accolade. Sure, somebody says 
Disney and we immediately know they 
mean the father of Mickey Mouse and 
. Donald Duck. But we also like to think of 
him as Walt, a friendly figure whose films 
are inextricably part of our childhood. 

What's in a name ? If the name's Disney it 
means comedy, much loved characters, 
classy animation, classics of children's 
entertainment... and that's just the 
starting point. Because today 
Disney and its associated compa- 
nies are one of Hollywood's 
biggest success stories. 

It owns theme parks 
throughout the States and 
m Japan and is about to 
move into Europe. It's 
involved in virtually 
every medium, apply- 
ing its Midas touch. 
And now those pub- 
lishing interests in- 
clude software! 

Imagine a game 
bearing the name 
Disney. Even well 
established firms 
may start to worry. 
Sure, computer aficio- 
nados will always know 
where to find class 
product. But will the 
occasional buyer, per- 
haps the kid with the 
console or hassled parent 
Woking for a present, be able 
lo resist the allure of 'Uncle 
Walt? 

As Mansa Pauwels of the label's 
British distributor, Entertainment 
international puts it, 'Obviously it's a 
name with prestige. Everybody knows the 
name. Anywhere I go, everybody wanls to 
*nte about it. You don't need to say a lot 
about Disney. You grow up with it" 

Disney comes with more than a world- 
famous name. You are looking at over 60 
years of films and television programmes, 
characters and titles to licence. Always 
careful to protect its past. Disney has re- 
released its feature-length animations on a 
regular seven-year cycle, so succeeding 
generations have grown up with Snow 
White. Fantasia and the rest. Mean- 
while television has made Mickey, Donald 
and their clan perennial favourites. Even 
the live action films, such as those 
featuring love Bug' Herbie, re appear on 
Vie small screen and on video. In short, 
Dsney has a huge stock of ideas to draw 

3D. 

And because rt owns the rights it won t 
■ave to pay out the sort of extortionate 
tees another company would have to tork 



In the earlier half of this 
century W?lt Disney effectively 
defined tne medium of the 
animated cartoon. Now, 24 
years, after the great man's 
death, his company is set to do 
the same with the 
entertainment software 
industry. John Minson traces 
Disney's steps from celluloid to 
software. 
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THE MAGICAL Mickey Mouse in two scenes 
from Disney's astounding The Sorcerer's 
Apprenilce 




out for a tie-in, even if the characters were 
available to outsiders, while it will be able 
to ensure that product meets the high 
standards associated with Walt's name. 

If there is a problem with the Disney 
epithet it's that people associate it with a 
squeaky-clean mouse and an irascible 
duck. But today's Disney produces far 
more than cartoons. For the last decade 
it's constantly led the cinema box office 
charts with films released through its 
Touchstone company. 

In an era when Hollywood studio after 
studio has gone bust, Touchstone has 
ridden the crest of the wave. Mermaid tale 
Splash! was a Touchstone film. So is Dick 
Tracy and the forthcoming chiller-thriller 
Arachnophobia. Recently Disney 
added another live-action produc- 
tion company to its roster, 
Hollywood films, which will give 
the software label even more 
blockbusters as inspiration. 
With such a vast back 
catalogue of material, not 
to mention original titles, 
Disney Software has 
decided to attack the 
market from three an- 
gles. First there's a 
range of educational 
software, utilising the 
cartoon favourites, 
which should be so 
popular with youngs- 
ters they won't even 
realise they are 
learning. 

Next comes utility 
software. Not surpris- 
ngly, the first application 
is an animation package 
which aims to allow would- 
be animators to mimic the 
techniques used by the com- 
pany's professionals, even 
drawing Mickey and the gang. 
Finally there are the inevitable 
games, with Dick Tracy gang-busting 
out in the first release to be followed 
quickly by the spiders of Arachnophobia. 

It all sounds extremely exciting but 
cynics may make ugly sounds about 
previous ventures into software by 
companies more experienced elsewhere. 
For example, ex-Dtsney animator Don 
Bluth cut it with the graphics In games like 
Dragon's Lair, but when it came to 
gameplay many computer owners were 
left wondering if it wasn't a case of the 
emperor's new clothes. 

Similarly, it's been a steep learning 
curve for Lucasfilm Games, part of George 
Lucas's empire. Who remembers their 
early fascination with fractals that 
produced a senes of 'nice-looking, shame 
about the payability' titles? 

For a pnme example of a film company 
messing up when it turned to computers, 
you need look no further than Disney itself. 
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BLACK MOON 
COMPUTER CLUB 

The prestigious members 
only club tor computer 
software, blank media 
and peripherals. What 
you get: 

Free membership card 
exclusive to you. 

Free updates on all new 
releases. 

Free advice and helpline- 
No obligation lo buy. 
(Unlike other clubs) 

Big Big discounts. Look at 
these examples. 

Robocop 11 16.99 

Kick off 11 12.99 
F19 stealth 

fighter 19.99 
Days of thunder 19.99 
Midnight 

resistance 16.99 

Night breed 16.99 

Annual 

membership £5.00 

MEMBERS ONLY 




WHAT YOU GET 

AMIGA 500, MOUSE. 
MODULATOR. MANUALS. 
BACK TO THE FUTURE 11, 
0AYS OF THUNDER SHADOW OF 
THE BEAST, DELUXE PAINT II. 
DISK BOX. MOUSE MAT, 
DUST COVER AND 
10 BLANK DISKS 





WHAT YOU GET 

AMIGA 500 MOUSE. 
MODULATOR. MANUALS. 
129 RETALIATOR. RAINBOW 
ISLANDS, ell potf tn DELUXE 
PAIN1 11. DISK BOX. MOUSE 
MAT. DUST COVER AND 
10 BLANK DISKS 



AMIGA 500 



***** 




CM 3833 CO! OUR. STEREO 

MONITOR 24995 

1 MEGABYTE d* 

EXTERNAL DRIVE . . . 6995 

512k MEMORY EXPANSION 

* CLOCK 

COMMODORE GS GAMES 
CONSOLE 9995 

SEGA MEGAORIVE . . 19995 



WHAT YOU GET 

AMIGA 500. MOUSE. MODULATOR 
MANUALS. MIDI INTERFACE. DELUXE 
PAINT 11 PUBLISHERS CHOICE. MAXI- 
PLAN 500 SUPERBA5E PERSOU. 
DOCTOR T RECORDING 5TU0K) AMIGA 
lOfiO BBC EMULATOR. DISK BOX. 
MOUSE MAT. DUSI CDVtR 
AND 10 BLANK DISKS 



3.5 40 holder with 10 3-5 d.s.d.d 
3.5 40 holder with 20 3.5 d.s.d.d 
3.5 40 holder with 40 3.5 d.s.d.d 
3.5 80 holder with 10 3.5 d.s.d.d 
3.5 80 holder with 40 a5 d.s.d.d 
3.5 80 holder with 80 3.5 d.s.d.d 

Cheetha 125 

Cheetha starprobe 

Pro 5000 extra 

Konix navigator 

Replacement mouse 



11.99 
15.99 
27.99 
13.99 
29.99 
49.99 
.7.99 
14.99 
14.99 
14.99 
29.95 




WHAT YOU GIT 

■/a MEGABVtf MAB0 DHIVE WITH / W&ABni 
UNPOPULATED BOARU DIS" 601. MOttSt MAT 
AND DUM COVtB FOR AMIGA MD 



36A Osborne Street, Colchester, Essex. C02 7DB 

PHONE (0206) 560638 

CHEQUES AND POSTAL ORDERS PAYABLE TO BLACK MOON POST AND PACKING FREE IN UK. Overseas charged at cost. 
Subject to availability and price change without notice Some titles mav not be released at time of going to press. Shop pnces 
may vary, but personal callers can claim advertised d>scounts on production of cut-off slip. All prices include VAT. 
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Who Framed Roger Rabbit was one of 

the hottest licences of 1988. American 
copies were specially imported by some 
wily retailers to beat the official British 
release. How could it fail? 

Well, financially it couldn't. But as a 
game... that was a different matter. Buena 
Vista Software (yet another Dart of the 
Disney empire) ensured that it looked 
good. Unfortunately the different sections 
were unimaginative and badly balanced. 
And poor PC owners didn't even get the 
glorious graphics... they were limited to 
lous y four co lour CGA! 

Determined not 
to make the same 
mistake again, 
Disney has looked 
around for partners 
who understood 
the medium to 
source the soft- 
ware. Eventually it chose two French 
companies. Nathan andTrtus. Piqued Brits 
may wonder why we didn't get a look in but 
Disney currently seems most enamoured 
of those Gallic charms. London lost out to 
Pans as the site of Euro Disneyland too! | 
At least Titus is known to computer j 
owners but qui est Nathan? According to 
Disney's French development director, 
Dominic Bourse, it's a leading publisher of 
educational books m France (!) with whom 
the company has had a long association 
over board games and publishing. Nathan 
may not have vast micro-chip experience, 
so Titus will be responsible for develop- 
ment. This should help guard against the 
worst excesses of inept tie-ins. 

1990 has been a depressed and 
depressingyearforthe computer industry, 
with a number of publishers taking the last 
big dive. Can Disney survive as success- 
fully in software as it has in the cinemas 
dunng this time of recession? 

Certainly it should shake things up. And 
of course it has one thing really going for it 
that nobody else does... That name! 



MICRO MOUSE 



DISNEY SOFTWARE'S first batch ot releases 
covers all three of the company's chosen areas 
education, utilities and entertainment 

The idea that computers would help children 
«am has, until now. been one of the great 
microcomputer myths Apart Irom a very tew 
exceptions, most educational software has 
oeen so inept that the little dears have waited 
jntil parents were out ot sight then loaded 
Zarquon Invaders* 

Disney hopes to change that with its 
products, and with so many well-loved 
:naracters to make education entertaining it 
must stand a decent chance Fo> example. 
Mickey's Ru naway Zoo will teachboth spelling 
and animal Identification, so it you are ever 
avaged by a panther you can write about it 
afterwards Donald's Alphabet Chase speaks 
*y itself while Goofys Railway Expresi is 
betig issued to BR management. 

The first Disney utility should get people 
an-mated Animation Studio allows you to use 
r* same techniques as professional film 
arwnators to draw characters, compare each 
Sep of the animation with its neighbours, then 
fig it all to life in front ol a background. It 
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GOOFY: brainless and buck-toothed. But 
beyond classification? 

DISNEY'S MENAGERIE 

DISNEY SOFTWARE has no shortage of 
characters to star in its products Apart from 
Mickey there's girlfriend Minnie (identical to our 
hero apart from the addition ol a bow and 
eyelashes) Then there's Donald upholding duck 
honour and Pluto hanging on in there for dogs 

But this leads us to one of the great puzzles of 
our time, as voiced in the film Stand By Me 'I 
know that Mickey's a mouse and Pluto's a dog 
but what's GoofyT What indeed' A sort ol 
buck-toothed, humanoid about whom nobody's 
ever been quite sure 

The safest answer seems to be that he's 
totally unique After all, it wouldn't be quite 
comfortable to think that he was human like you 
or n»e' 



"Obviously 
it's a name 
with 
prestige. 
Everybody 
knows the 
name. You 
don't need 
to say a lot 

about 
Disney. You 
grow up 
with it" 

Marisa Pauwels. 
Entertainment 
International 




DONALD Duck demonstrates what's possible with Disney's 
forthcoming Animation Studio 




comes complete with a selection of Disney 
favourites, though for copyright reasons you 
won't be able to save these to disk. 

And finally, the games Dick Tracy features 
the man in the banana trench-coal charging 
down the mean streets as assorted thugs fire at 
him. drop things out of windows and otherwise 
try to pervert the course of justice. Dick has a 
choice ot weapons, of which the machine gun 
appears to be the most efficient, but must take 
care not to kill any good guys. 

The development copy shown to selected 
detectives at CES looked as if the movie's 
distinctive appearance has been successfully 
captured, with a limited palette of primary 



colours (typical, you can get 256 colours on 
screen and somebody mimics a movie which 
only uses eight of them). 

Following hot on the flatfoot's heels will come 
Arachnophobia, a bit of a mouthful but infinitely 
better than Scared Of Spiders This 
blockbuster from Spielberg's Amblln Entertain- 
ment company via Touchstone, is a terrifying 
tale of an eight-legged jungle insect with a fatal 
bite which stows away with some explorers to 
visit a small American town. Reports from the 
States say it does lor spiders what Jaws did for 
sharks Expect release early m the next year, 
according to Entertainment International 



HE'S ON HIS WAY 
thrill on 16-bit. 



Dkk Tracy shoots to 
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ovtH 50 years since lis debut. Snow While And 
The Seven Ovwves (193?) remains one of the most 
remarkable animated molion pictures ever 
produced. 



P INK ELEPHANTS on parade m Ihe outstanding 
metamorphosis sequence Irom Disney s Dumbo 



THE TAIL OF A MOUSE 

HE WAS BORN IN 1928, a mouse by the name of 
Mortimer who appeared in the mind ol a young 
animator Disney had |usl losl one ol his 
creations, Oswald The Lucky Rabbit, to another 
studio and was searching tor a replacement 
The little cheese eater seemed the perfect 
choice but that name had to go. and it was 
Oisney's wife who renamed him Mickey. There 
weren't any crowds outside New York's Colony 
Theatre on the night of 1 B November. 62 years 
ago. when he made his screen debut, but 
Stoamboat Willie made him a star 

For the 2 7 year old director, Mickey was the 
start of one of Hollywood's most enduring 
legends Ever the innovator. Walt wasn't willing 
to rest on the success of this single short His 
macabre Skeleton Dance initiated the Silly 
Symphonies senes. giving an individual identity 
to the previously throwaway ax-minute 
programmer fillers, and incidentally gaming an 
A' (the equivalent of today's 12) certificate fan 
Britain 




MICKEY MOUSE makes hi. debut in Steamboat Willie (1928) 



0 Wall Disr-V 
Company 



\ V 



DISNEY'S Skeleton Dance, the macabre cartoon thai started 
his Silly Symphonies serta*. 



In 1932 he ventured into colour with Flowers 
And Trees. Five years later he used multi plane 
animation, where the eels (transparent celluloid 
sheets containing the frames of the characters) 
and backgrounds were separated to give an 
impression of perspective. 

Having developed the short cartoon into an 
art-form the next obvious step lor Dtsney was to 
venture into leature-length animation Initial 
reactions to hrs proposal for Snow White were 
ridicule who would want to sit lor 90 minutes to 
look at drawings? 

The answer was an awful lot of people, and 
Ihe early '40s saw Dumbo Bambi and 
Ptnnochio filling the cinemas. Spielberg pays 
tribute to the escapist power of those fairy 
stories m he war time comedy 1941 when a 
general slips into a cinema to watch Dumbo. 
This was also the period of Disney's greatest 
experiment. Fantasia, setting his characters. 
including Mickey Mouse, to classical music. Its 
psychedelic style made it a favourite among 
acid-heads during the '60s! 
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By tne late 4US uisneys stuaios began to 
lose its way There were some technically clever 
experiments combining live action with 
animation, but there were also a lot of 
long-forgotten anthology films which were little 
more than a senes of shorts strung together 
until they ran for an hour and a half 

The '50s saw a return to form with a return to 
fairy tales. This was the era of Peter Pan. 
Cinderella and Sleeping Beauty But the last 
mentioned was a financial failure and in 1961, 
wrth 101 Dalmations. the company resorted to 
Xeroxing eels rather than hand drawing them 

individually 

Despite the Dalmatian's success, misfortune 
dogged the studio and Sword In The Stone, a 
re telling ol Arthurian legend, met a blunt 
reception It wasn't until 1967s Jungle Book 
that Disney had another animated success. The 
i man who had created the studio was never to 
see it He had died the year before 

To the public. Walt Disney had been the 
avuncular creator of probably the all-time 
favounte cartoon character However, recently 
a number of biographer's have claimed that in 
business he was less than lovable and that his 
out-dated attitudes led to Ihe company's 
decline 

After his death it continued to flounder, 
lacking decisive leadership Films like The 
Aristocats and Robin Hood are sad reflections 
of former glories, and it's a tribute to the power 
of the Dtsney name that people still flocked to 
see them. 

Meanwhile Disney had been dabbling with 
live action. From wartime propaganda film 
through classic dramas like 1950's Treasure 
Island, right up to weak comedies like Son 01 
Rubber (!). Disney had developed this second 
stnng to his bow. The problem was that 
protecting its wholesome image while Holly- 
wood and the work! grew up meant that its 
product began to look bland and old-fashioned 
By the '60s Snow White's sweet innocence 
might still have been acceptable m cartoons, but 
with the Vietnam war in the news and nudity on 
cinema screens, the adventures of a lovable 
Volkswagen called Herbie were strictly tor the 
kids 

The breakthrough came with a decisive new 
management which dragged the dramas into 
the real world. Although the initial foray into SF. 
Tron. was only a marginal success, the fishy tale 
of a mermaid played by delectable Daryl 
Hannah. SpLwN made big box-office waves. 

The continuing success of Touchstone Films 
has allowed Disney's animators to devote the 
necessary time and money to again producing 
classy product in an age when most animation I 
slipshod television product. The Little Mer- 
maid is the latest release and appears to be a 
return to form that even Walt would have 
approved of. 



TAKM6 THE MICKEY? 



WHILE most people seem to love the Mouse, some aficionados have 
^ntr^irwo^oexlremesln imtocelebratelherodent s60th 
b t Z lowa farmer 1 ed FMzenberger didn't send h,m a bus pass brt 
sowed-lsfie^ 

Syd ( d it you viewed them Irom about 30.000 leet. The 3,000 acre 
Sl portrait was a Little Mouse On The Frame' Actually, this was 
Pacify stunt dreamt up by an ingenious 0.sney executive, but other, 
mor modes, lans. are inspired by pure love Why else wouW Emperor 
Himhitoo. Japan have wornaM.ckey Mouse watch'Or why wouWc«r 

HeTknown around the world, often by different names. H,oh,tc , mtfrt 
"L called him M-ckey Ma-u-su. Turks abbreviate him to WfMtJi 
Portuguese seem to have a rodent identification problem with Rate 
Mcke Worse, ,n Sweden he's Musse F^gg - so what's Porljy^g then' 
£S»S^ «** -"me has to be the Cantonese Chinese Ma 
Kay Shiu Shu 
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Feature Packed Action and Strategy 

As a Carthagian hero you must not only repel Roman invasion by 
successful troop strategy bul also maintain your armies' 
ever-waning supplies by running the gauntlet on your chariot to 
deliver much-needed money. 

Survey the detailed North African landscape and zoom in on your 
troops to administer strategy. Decide which of your armies needs 
a cash injection then grab the reins for a mind-boggling 
first-person-perspectrve 3-D chariot race to deliver the money 

Strategy and arcade action superbly combined to give you a taste 
of ancient history so real you can almost smell the elephants! 

Screen shots 'rem the Amiga ^^-^mL—*^"^ 

SEEING IS BELIEVING 



PSYGNOSIS 
FREEPOST 
LIVERPOOL L3 3AB 
UNITED KINGDOM 

Tel: 051-709 5755 
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MAIL 
ORDER 

5A DOG'S HEAD STREET IPSWICH (RETAIL) 



6 BOND STREET, IPSWICH, SUFFOLK, IP4 1JE 

VISA 





MAIL 
ORDER 

36A OSBORNE STREET. COLCHESTER, ESSEX. (RETAIL) 



MAIL ORDER PURCHASE LINE (0473) 257158/(0473) 210605 FAX (0473) 213457 



ST 

4TH DIMENSION I*** 
688 ATTACK SUB 

ADOIDAS CHAMP TIE BREAK 16 99 
ANTS HEAD(DATADISK) 

ALPHA WAVES 16 99 
AMNIOS 

ANCIENT APT OF WAR '6 99 

ANT ARTYWR AT SEA 1699 

ATF ? 16 99 

ATOMICS '399 

ALCATRAZ 16*1 

ATOMIC ROBO KID 1699 

ACTION FIGHTER IBM 

ADDiDAS CHP FOOTBALL 1 6 99 

ANARCHY <M> 

AQUAVENTURA 2* 99 

AWESOME 

-ARMOUR GEDOON 1 6 99 

BARBARIAN II (PSVGNOSIS) '6 99 

BANKOK KNIGHTS '399 

BATTLECHESS '699 

BADLANDS IBM 

BATTLE COMMAND 1699 

BATTLE MASTER '999 

*BSS JANE SEVM'R '699 

-BETRAYAL '9 99 

BOMBER MISSION OKS KM 

BATMAN (MOVIE) "3 99 

BLUE ANGELS '699 

•BILLY THE KID '699 

•BAD BLOOD '999 

BLACK TIGER '399 

•BLADE WARRIOR '5 99 
BUD AK HAN 

•BUCK ROGERS '699 

'CUTIPO IBM 

CHASE HO '399 

CABAL "'399 

CADAVER '6 99 

•CRIME WAVE '6 99 

•CARTHAGE '5 99 

CONQUEROR '699 

CORPORATION '699 

■CHAMPION OF RAJ 16 99 
■CORVETTE 

COMBO RACER 1699 

•CHESS CHAMPION 2 1 75 '699 

•CHUCK VEAGERS AFT 1699 

COLARADO '699 

CHAOS/DUNGEON MASTER 19.99 
CHAOS STRIKES BACK 1 6 99 

'CHE 55 SIMULATOR 16.99 
DEFENDERS OF THE EARTH ' 3 99 

DUNGEON MASTER EDITOR 9 99 

DRAGONS BREATH ' 9 99 

•DRAGON WAR '6 99 

DAYS OF THUNDER '999 
DRAGON FIGHT '9 99 

DRAKKEN '999 
'DUSTER '699 
'DYNAMIC DEBU'ER 1599 
DYNASTY WARS '699 
•EAGLE RIDER '6 99 

•ECSTASY '399 
EMOTION '3.99 
EMLYN HUGHES INT SOCCER 1699 
•ENTERPRISE 1 3 99 

-EDITION I ICOMP) '9 99 

-FLASH DRAGON '399 
•FINALE (COMP) '6 99 

"FOOTBALL SIMULATOR '3 99 

F29 RETAL1AT0R '699 
F1 9 STEALTH FIGHTER '999 
F16COMBAT PILOT '599 
FALCON '699 
FALCON MISSION 2 '3 99 

FLOOD '6 99 

•FUTURE BASKETBALL '699 
FIGHTER BOMBER '999 
•FLIPPIT MAGNNOSE 1 6 99 

•FLIGHT OF INTRUDER '6 99 



AMIGA 

'699 
16 99 
1699 
1299 
ISM 
1399 
1699 
1699 
1699 
13 99 
'699 
'699 
1599 
16.99 
1399 
2499 
2499 
1699 

1': B9 

1699 

1699 

1699 

16 99 

1999 

'699 

1999 

1299 

'699 

IB 99 

1699 

1999 

1699 

'599 

1699 

■ 699 

'699 

16.99 

'6.99 

1699 

1699 

15.99 

'699 

1699 

19.99 

1999 

1699 

1699 

1699 

1699 

16 99 
16 99 
12 99 
999 
1999 
1699 
1999 
1999 
19.99 
'6.99 
ISM 
16.99 
'699 
1399 
16 99 
'6 99 
13.99 
1999 
1399 
1699 
1399 
16.99 
1999 
15.99 
'9.99 
1399 
1699 
16 99 
1999 
16 99 
1999 



'GOLD OF THE AZTECS 
•GRIM BLOOD 
"GUNS AND BUTTER 
•GOLDEN AXE 
HAMMERFlST 
•HARPOON 
HARLEV DAVIDSON 
HERO QUEST 
HEROES (COMP) 

•HADR DR1VIN 2 

HALLS OF MONTEZUMA 

HOLLYWOOD COLLECTION 

I WAN HOE 

INT 3D TENNIS 

•INT CHAMP WRESTLE 

IMPERIUM 

INFESTATION 

'INTERCEPTOR 

ITALY 1990 
J INDV 500 

•IRON MAN 

•IMMORTAL 

(T CAME F' DESERT 

' JUOGE DREDO 

KNIGHTS OF KRYSTALLION 

KICK OFF II 

KtCKC*F2WCE 

KICK OFF 2 (1MEG VERSlONi 

KICK OFF EXTRA TIME 

KICK OFF COMP 

KLAX 

KILLING GAME SHOW 
■LIGHT CORRIDOR 
■LIFE AND DEATH 
"LOTUS TURBO 
LEGEND OF FAERGHIL 
LEISURE SUITLARRY III 
•LEMMINGS 
'LEAVING TERAMI5 
LAST NINJA H 
LOOM 

LOSTRHROL 
'LAST STUNTMAN 
•LEGEND BILLY BOULDER 
MANIC MANSION 
•MAJIC FLY 
MlDWWTER 
'MONTY PYTHON 
MIDNIGHT RESCE 
'MYSTICAL 
'MURDER IN SPACE 
MANCHESTER UTD 
MATRIX MARAUDERS 
'MEAN STREET 
Ml TANK PLATOON 
' MURDER 
•MAOCIAN 
'MOONBLASTER 
•MYTH 

NEW VORK WARRIOR 
NUCLEAR WAR 
■NAVY SEALS 
•fMff 
•N1TRO 

'NIGHT BREED 
NORTH AND SOUTH 
NEUPOMANCER 
OP STEALTH 
•OPERATION HARRIER 
•OUTBOARD 
•OBITUS 

ORIENTAL GAMES 
•PARANOID 90 
•PANG 
•PLOTTING 
PROJECTILE 
PINBALL MAJIC 
•POWER MONGER 
•POP UP 
POLICE QUEST II 
PLAYER MANAGER 



ST 

1699 
1399 
1999 
13 99 
16.99 

19.99 
'24.99 
|fl 90 
1699 
1699 
1999 
'3 99 
•16 99 
1699 
16.99 
1699 
1699 
13.99 



AMIGA 

1699 
'3.99 
19.99 
13.99 
1699 
'999 
1999 
24 99 
'9 99 
'6 99 
1699 
1999 
1699 
1699 
1699 
16.99 
1699 
1699 
1399 



_ 


1699 


'3.99 


1399 


'699 


16 99 


1699 


19 99 


1399 


1399 




1999 


12 99 


1299 


1699 


16 99 




19 99 


999 

ti n 


1699 


1399 


1399 


1699 


1699 


'399 


1399 


19.99 


1999 


IBM 


1699 


IBM 


1699 


29 99 


2999 


1699 


1699 


■ 


1699 


1899 


16 99 


16.99 


16.99 


•1399 


'699 


12.99 


12.99 


16.99 


1699 




1699 


'699 


1699 


1999 


19 99 


1399 


1399 


1699 


18.99 


'6 99 


1699 


16 99 


1899 


1399 


1699 


1699 




1699 


16.99 


1999 


1999 


1699 


1699 


16.99 


16.99 


1699 


1699 


1699 


'6 99 


1399 


1399 


1699 


1899 


16.99 


1699 


1699 


1699 


'6 99 


16 99 


16.99 


16 99 


1599 


15 99 




18.99 


'6 99 


1699 


1699 


1699 


1699 


1699 


2499 


2499 


1599 


15.99 


1699 


16.99 


1699 


1699 


1699 


1699 


16 99 


16 99 


1399 


1699 


1999 


19.99 


1399 


1399 


1699 


24.99 


12 99 


1299 





ST 


tllir A 

A M(l>** 


PHOTON STORM 


1 J9V 


l J 33 


•PANIC STATION 


13.99 


1 1 fill 
1 3 99 


•PYRAMAX 


1399 




•RAMROD 


'699 


I c oil 


■ ■ n Till* ^ W 

REACH FOR THE SKY 


i ft . j j 

1 D V? 


lQ M 

■ ». *a 


•RALLY 


16 99 


1699 


RAINBOW ISLAND 


4 'J [111 

< j 99 


1 I- u 

ID * ■' 


RESOLUTION 101 


1699 


. £ nft 

1- 1 


ROURKES DRIFT 


1699 


16.99 


RICK DANGEROUS 2 


1699 


■ 1 LiL. 

'6.99 


BOTOX 


16 99 


'699 


'ROBOCOP2 




1099 


•RAIL ROAD TYCOON 


■ 6 99 


H 1 


RED STORM RISING 


15.99 


la 99 


•RIOERS OF ROHAN 


ID 99 


1*199 


SEUCK 


19 99 


1 9.99 


-5PEED BALL 2 


' 0 ■ 1 


> u 33 


•SWORO OF SAMUARt 


1699 


4 c fin 
16.99 


"SECRET AGENT FUES BY 


1 J 99 


^ • B > 

1 J W 


h » ■ r i » m t —nil ill nl — *~l t~ 

STORM ACROSS EUROPE 


. . Nil 

19 33 




SPACE QUEST III 


1999 


1999 


•SPiNDIZZY 2 


16.99 


1699 


■SILVER BLADES 


i G 99 


ID 99 


'SIMULCRA 


16 99 


| D 33 


SHADOW OF BEAST 2 


16.99 


. . BB 


STOS 


19 99 




'SHADOW SORCERER 


18.99 


16 99 


STREET FIGHTING MAN 


1399 


1 3 99 


•SLY SPY 


1399 


16 N 


'STEPHEN HENDRY 






CHAMPIONSHIP SNOOKER 


16 99 


1699 


•SNOW STRIKE 


1699 


16 99 


SHADOW OF BEAST 


ID 33 


\t M 


SHADOW WARRIORS 


1 J.99 


If" H 


SUBBUTEO 


16 99 


10 99 


SIM CITY 


is n 




STAR FLIGHT 


l ■ " 


if OQ 

1 V 33 


•SUPREMACV 


1399 


1 J 99 


SUPERCARS 


1699 


1 . 


•STUN RUNNER 


1899 


1 » Hi 

i n n 


•SPY WHO LOVED ME 


1 J 33 


1 - -' . 


•THE PLAGUE 


1699 


1699 


•TIME MACHINE 


1699 


'0.99 


•TEENAGE TURTLES 


1699 


1699 


•THUNDERSTRIKE 


1699 


1699 


•TOURNAMENT GOLF 


'399 


1699 


TRIAD » (COMP) IV 


19 99 


1999 


•TEAM SUZUKI 


1699 


1(> 99 


'TOYOTTES 


13.99 


1 J. 99 


•TOTAL RECALL 


'6.99 


16.99 


•TOKI 


16.99 


i.. gg 


TNT 


19.99 


1999 


TENNIS CUP 


;,■■-< . 


In 99 


TURRICAN 


1699 


■ 699 


TUSKER 


'699 


10 99 


•THE KEEP 


'699 


1899 


TV SPORTS BASKETBALL 


'6 99 


1999 


ULTIMATE GOLF 


16 99 


10 99 


UNTOUCHABLES 


1399 


1699 


UNIVERSE "I 


1599 


15.99 


'UMS II 


1999 


19.99 


ULTIMA V 


1999 


" 19.99 


'UP AND AWAV 


16.99 


1699 


VAXINE 


13 99 


1399 


VENUS FLY TRAP 


13.99 


1399 


"VENDETTA 


1699 


1699 


•VEBULUS 2 


1696 


1699 


VOODOO NIGHTMARE 


1699 


1699 


WARHEAD 


16.99 


1699 


•WELLTRlS 


16 99 


'699 


•WAR VEEP 


1699 


1699 


•WOLFFACK 


1699 


1999 


•WHEELS 0* FIRE 


1999 


'9.99 


WINGS 


1999 


19.99 


"WONDERLAND 




1999 


WORLD CHAMP SOC 


1399 


1699 


'WLF 


1699 


16 99 


WAR MONGER 


1699 


16.99 


*WARF 


1299 


1299 


XENOMORPH 


1699 


1899 


"YOL LANDER 


1899 


1699 


•ZONE WARRIOR 


16.99 
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HARDWARE 

AMIGA 500 
Standard 
£339.95 

AMIGA 500 'Screen Gems' 
Back to the Future 2 
Days of Thunder 
Shadow of the Beast 2 
Night Breed, Deluxe Paint 2 
£369.95 

AMIGA 500 
Flight of Fantasy 

F29 Retaliator 
Rainbow Islands 
E.FTRO.IR.M., Deluxe Paint 2 
£369.95 

AMIGA 500 
'Class of the 90V 
1st Steps, A501 Expansion. 
Pro Write 2.5, DPaint 2, 
DPrint2, Info File, Logo, 
Music Mouse, Talking Turtle, 

BBC Emulator, 
Box of 1 0 disks, Mouse Mat, 
Resource File, Intro Video, 
Lets Spell at Home 
£549.95 

COMMODORE 1084 
Stereo Colour Monitor 
£249.95 

AMIGA External Drive 
1 Megabyte DS 
£69.95 

AMIGA Memory Expansion 
512K 512K 
with clock without clock 
£49.95 £39.95 

A590 Hard Drive 
20 Meg Hard Drive 
£369.95 



JOYSTICKS 

CHEETAH 


7 


CHEETAH STARPROBE 


11.99 


PRO 5000 EXTRA GLO GREEN ... 


.... 13.99 


PRO 5000 EXTRA GLO RED 


— . 13.99 


PRO 5000 BLACK 


11.99 


OS TURBO 3 


9.99 


EUROMAX RACEMAKER 

KONIX NAVIGATOR ... 


24.99 

11.99 



DISC BOXES WITH DISCS 

3.5- 40 HOLDER LOCKABLE WITH 

10 3.5" DSDD DISCS 11.99 

3.5" 40 HOLDER LOCKABLE WITH 

40 3.5" DSDD DISCS 15.99 

3.5" 40 HOLDER LOCKABLE WITH 

40 3.5" DSDD DISCS 27.99 

3.5" 80 HOLDER LOCKABLE WITH 

10 3.5" DSDD DISCS 1399 

3.5" 80 HOLDER LOCKABLE WITH 

40 3.5" DSDD DISCS 29.99 

3.5" 80 HOLDER LOCKABLE WITH 

80 3.5" DSDD DISCS 49.99 



PERIPHERALS 




REPLACEMENT MOUSE + MOUSE 




HOLDER * MOUSE MAT 


29.95 


FOUR PLAYER ADAPTOR 


„ 5.95 


MOUSE MAT H ~ 


.. 4.95 


JOYSTICK EXTENDER 


5.95 


DUST COVER 


.. 4.95 





DISCS 




3.5" 


DSDD UNBRANDED 






10 


6.99 




20 


— 11.99 




50 „. 


29.99 




100 


49.99 


3.5" 


DSDD SONY BRANDED 






10 


— 11.99 






22.99 




50 


54.99 




100 „„„„ 


99.99 



DISC BOXES 

3,5" 40 HOLDER LOCKABLE 4.99 

3.5" 80 HOLDER LOCKABLE 6.99 

5.25" 50 HOLDER LOCKABLE 439 

5.25" 120 HOLDER LOCKABLE 6.99 



HARDWARE 

ATARI 520 
STFM Discovery Pack 
Bombjack, Carrier Command, 
Outrun, Space Harrier, STOS, 
Neochrome, First Basic, ST 
Tour Discover the ST 
£269.95 

ATARI 520 
STE Turbopack 
S.TO.S., Basic, Music Maker 

2, Hyperpaint 2, Indiana 
Jones, Impossible Mission 2, 

Human Killing Machine, 
Supercycle, Outrun, Dragon 
Breath, Anarchy, Bloodmoney 
£349.95 

ATAR1 1040 
STE •Extra 1 
Prince, Hyperpaint, STAC, 
ST Word, ST Basic, ST Calc, 
ST Graph 
£449.95 

ATARI 
Lynx Handheld 
Portable games Machine, 
California Games 
£179.95 

ATARI SM124 
Monochrome Monitor 
£99.95 

PHILIPS 8833 
Colour Monitor (Stereo) 
£249.95 

ATARI 
External Drive 
1 Megabyte DS 
£79.95 
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Wrath of the Demon combines 
spectacular graphics, animation, sound 
and playability. featuring: 

* Over 600 Screens of Action 

* Over 1400 Frames of Animation 

* 15 Level Parallax Scrolling 
for Realistic 3D Effect 

* Bi-directional Smooth Scrolling 
» State of the Art Animation 

» Breath taking Backgrounds 

* Over 100 Colours on Screen 

* 60 Frames/sec 

* Over 3 Megabytes of Graphics 



* Large Well-defined Characters 

* M»» than 100 Different Mon- 

* sters ^ 

* 20 Different Movements 

* Stero Hi-Fi Music 

* Large on-screen Maps 

* Save Game Option 

* Arcade Game Quality 

Superb gameplay and control of 
characters makes this a stunning gra- 
phic adventure in every sense. 

Available for Amiga, Atari ST. 
IBM PC and C64. 
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TANKS FOR THE MEMORY 





1 — - 



TANKS are often thought to be a 20th 
century Invention. In fact, Iheir function on 
the battlefield has been served since 3000 
BC. when war chariots drawn by semi-wild 
horses were used in Iraq. Ideal for making 
sudden forays into enemy lines, these 
armour-plated prototypes appeared in 
countries as far apart as China and Egypt, 
and were even used by the Ancient Britons 
against Julius Caesar in 55 BC. 

From the 1 5th century onwards military 
powers experimented with a variety of 
wind-driven armoured land vehicles. 
However. It wasn't until the 17th century 
that the French produced a steam- 
powered combat vehicle: it could travel at 
2.5mph and even had caterpillar tracks - 
wooden slats laid down and picked up by 
hand as the 'tank' passed over. By the end 
of the 19th century, the development of 
the petrol engine had produced the 
armoured car. Despite this, cavalry was 



Gordon Houghton charts the history of 
tanks, taking in Little and Big Willies along 
the way. Can he handle it? Sherman. 
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regarded as the pnmary means of mobility 
in the face of the enemy until the First 
World War. 

The penod from 1914-18 changed the 
face of war. It was the dawning age of 
trench warfare, machine guns and barbed 
wire, all of which crippled cavalry assaults 
and rendered close-range troop combat 
useless. A solution had to be found. In 
Bntam, after early experiments with huge, 
unwieldy landships, solutions were being 
designed and constructed. 

THHKTANK 

Lieutenant-Colonel Ernest Swinton is 
credited with having designed the modem 
tank. The first model off the production line 
was known as Little Willie, built in July 1915 
at William Foster & Co's factory in Lincoln. 
It consisted ot an armoured car body 
mounted on a tractor, but even though it 



TAW TRTVU 

ONE OF tha 
earliest lank 
designs was 
created by 
Leonardo Da Vinci. 
His armoured 
vehicle featured n 
reinforced dome 
mounted on 
wheels, but 
(obviously) no gun. 

THE HEAVIEST 
tank ever 
constructed was 
the German Panzer 
Kampfwagen Ma us 
II, which weighed 
192 tonnes - n 
was scrapped 
before being 
widely 

manufactured. One 
of the experimental 
tanks in World War 
I was rumoured to 
weigh 1000 tonnes 
this would have 
made it virtually 
immobile. 

THE WORLD'S 
fastest tank is the 
British Scorpion 
AFV, which can 
touch 80.5km/h 
(50mph) with a 50 
per cent payload. 

THE TANK 
acquired its name 
because the star! 
at Foster's, who 
built the first 
models, were 
Instructed to tell 
anyone enquiring 
about their 
business that (hey 
were 

manufacturing 
water tanks. The 
code name stuck. 





was driven by a 105hp Daimler engine, it 
couldn't cross a ditch more than four teet 
wide. In September of the same year Big 
Willie appeared: its 'lozenge' shape 
allowed it to fall in ditches and climb out 
again. The guns were side mounted 
because the caterpillar tracks ran over the 
top of the vehicle. For want of a better 
alternative, Big Willie received the nod of 
approval from the Army, who ordered 100 
before the year was out. 

Later developments used petrol 
engines giving only 150hp, with 
maximum speed of about 4mph. These, 
too, had six-pounder guns mounted in a 
turret on each side (which restricted the 
firing angle) - but their main weapon was 
the fear they produced in the enemy. They 
remained unaffected by machine gun or 
rifle fire, but were easily disabled by a 
direct hit from an artillery shell. However, 
because direct hits weren't all that 
common, most of the early tanks' 
problems in action were caused by 
mechanical failure rather than missiles. 

Caterpillar track technology went 
hand-in-hand with the development of 
early armoured landships. For any vehicle 
to cross soft ground without sinking in, the 
huge weight of a gun and its armour-plating 
needs to be distributed over a wide area. 
The earliest caterpillar tracks were drawn 
directly from agricultural tractors: they 
consisted of a long belt of hinged metal 
plates running on a series of wheels 
aligned parallel to the ground. Little has 
changed since then, and the advantages 
are obvious: because tank tracks are more 
than six feet long, they are able to span 
wide gaps comfortably. 

TANK TOPS 

When World War II dawned, the main 
armament (a large calibre gun) was 
transferred from the sides to the now 
familiar, rotating turret at the top. This 
brought new problems: the turret was 
supported by a large circular beanng ring, 
which had to withstand immense forces 
resulting from the recoil of the gun, and so 
tanks became bigger and heavier. Two of 
the most widely used designs from 
193945 were both American: the M3 Lee 
(which had a high profile by modem 
standards) and the M4 Sherman - fitted 
with a heavy calibre gun, it was 
nonetheless tighter than the German 
Panzers. 

The role of tanks also changed in WWII, 
because they absorbed functions 
previously executed by the navy. They 
were still used against fixed ground 
targets, but were also employed in 
engagements between fleets of tanks - 
this happened particularly in North Africa, 
where the desert provided few natural 
obstacles. Strategy generally played a 
relatively small role: the side with the 
greater number of tanks with the best 
armament was most likely to be victorious. 




THE BATTLEFIELD OF THE 
FUTURE 

ONE OF THE MOST important developments in the 
strategy and simulation world is Spectrum HoloByte's 
Electronic Battlefield System All products released by 
the company from Tank onwards will be based on the 
same battlefield. This effectively means that, using a 
modem link, two players can control a battlefield 
scenario - one on the ground, the other in the air. 
A new version of Falcon (V3.0) is due for release to take 
advantage of the EBS, and subsequent 
releases will include an AtO flight 
simulator, and a helicopter simulation. EBS " 
also has networking possibilities, whereby 
up to 30 people can log onto a network 
where battles are already in progress, or 
Create new battles for others to |om. All the EBS programs 
can. of course, also be played individually. 



TANK vs ANN TANK 

Development since the Second World War 



has largely been a response to the rise of 
anti-tank warfare, particularly armour- 
piercing shells and mines. Mines are best 
deployed in narrow passes, since tanks 
have no option but to drive over them. In 
response to this, many WWII vehicles were 
fitted with forward rotating chains which 
beat the ground and exploded mines in 
front of them. In the open field, guns and 
guided shells are the best anti-tank 
weapons and there are two major types. 
Kinetic Energy weapons rely on highspeed 
and heavy shells to pierce armour. 
Chemical Energy weapons set up shock 
waves and send fragments flying around 



inside the tank. Some ammunition even 
combinesthetwo: High-Explosive Piercing 
shells penetrate the armour like a kinetic 
energy weapon and explode a chemical 
charge inside. 

Anti-tank measures have grown ever- 
more sophisticated, shaping armour into 
tougher and heavier forms - the most 
outstanding shields are made from 
Chobham armour, manufactured in Bri- 
tain. Unfortunately, it can only be made in 
flat sheets, so doesn't protect turrets and 
rounded surfaces. Military thinking dic- 
tates that it's better to sacrifice speed to 
firepower and armour: increased protec- 



tion means less manoeuvrability which, in 
turn, has led to larger, heavier engines. 
Inevitably, anti-tank warfare has continued 
to produce bigger and better guns as a 
result. This game of leapfrog between 
anti-tank weapons and tank armour is still 
going on today, with the result that 
armoured vehicle warfare is becoming 
obsolete. It's probable that the guns on 
today's tanks are as large as they will ever 
be, given the reliance on speed and 
manoeuvrability. Unless tanks mutate into 
new forms, their role on the battlefields of 
the future will be a severely limited one. 
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THE STORY SO FAR 

APART FROM Atari's early venture into the tank held with 
Battlezone (unsuccessfully converted to the ST), there 
have been relatively few tank games. The methods of 
translating 16 tonnes of metal onto a disk are almost as 
varied as the number of simulations, but the 
thread that runs through many is. 
inevitably, the M1A1 Abrams. 



CONQUEROR 

Rainbow Arts 

FEATURING three missions and a 
trio of tanks (Russian, German and 
American), Conqueror is a simple 
question ol oulgunning the enemy 
in an arcade-style battlefield. There 
are two ways ol winning: either by 
wiping out your opponent or gaining 
outnght control ot an objective for 
60 seconds. The unique 3D 
scrolling routine - similar to 
Firebird s Virus is actually to the 
game s disadvantage: It s tncky 
enough controlling the tank and 
directing the turret al the same time, 
but when you have to compensate 
'or an awkward perspective, it 
makes play frustratingly difficult. 



TANK 

Spectrum HoloByte And Mirrorsoft 

THOUGH it might look like any other M1A1 game, Tank 
otters much more potential than a simple armoured vehicle 
simulation because ot its EBS compatibility. Aiming to be as 
authentic as possible, it features action in Fort Knox 
(training), West Germany and the Middle East over 15 
missions - and you can head a whole company, a platoon 
or an individual tank. Victory is possible controlling up to 32 
semi-automated vehicles, including tanks, helicopters, 
artillery and A10 aircraft. And tor those who like simulation 
toned down, there's also an easy-to-use arcade mode. 
Multiple perspectives available include gunner, dnver, 
commander and turret, as well as external and 
•econnaissance views. The PC version is out soon, with 
Atan ST and Amiga following in the New Year. 

SHERMAN Ml TANK PLATOON 

Loriciel And US Gold 

AS ITS TITLE implies. Sherman concentrates on action 
and hardware from the Second World War. There are three 
major campaigns - in Normandy, the Ardennes and the 
assert - with a handful of missions In each. The gameptay 
■ is an arcade feel, with a strong attract sequence and a 
Med-3D Batttoone-style display - but this belies its depth 
*s a compromise of arcade game and simulation which 
•ortts competently. 
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STEEL THUNDER 

Accolade 

ONE OF the more complex simulations 
around, Steel Thunder allows you to 
control a quartet ol vehicles: the M1A1, 
MG0A3, M3 Bradley and M46A5 Patton. 
You command the functions of the 
whole crew, a common enough idea 
which in this game treads the line 
between authenticity and pedantry. For 
example, the tank can only function if 
you turn on the electrical circuits and 
the engines, and you have to order the 
smoke canisters to be loaded before 
you can fire them. Weapons systems 
are up to scratch and vary according to 
the vehicle - but you can expect a 
choice of Sabot, HEAT, high -explosive 
plastic, armour-piercing bullets and 
TOW missiles. The major 
disappointment is graphical: the 3D 
display is vaned but lacks clarity With 
24 missions and a high degree of 
realism, it's one for simulation buffs 
rather than first-timers. 




ABRAMS BATTLE TANK 

Electronic Arts 

COMPRISING eight scenarios played individually or as a 
campaign. Abrams Battle Tank ptls you against advancing 
Soviet troops in West Germany. The standard M1A1 four 
control positions are available - Gunner, TC, Cupola and 
Driver - each with its own set of commands. The EGA 
graphics are swift and smooth (though not as effective as in 
other EA simulations such as LHX Attack Chopper), giving 
an authentic real time feel. 




BATTLE COMMAND 

Ocean 

REVIEWED in the previous issue, Realtime Games' 
unofficial sequel to Carrier Command puts you in control 
of a supertank kitted out with missiles, mortars, bombs, 
night-sights and other such lun toys. However, unlike its 
predecessor, Battle Command isn't played in real time: 
you undertake a series of mission highlights which can be 
completed in any order, though some of the early tasks 
involve collecting add-ons necessary to the later ones. One 
for lankster5 to dribble over. 



HEAVY METAL 

Access And US Gold 

BILLED as a combination of action and strategy, Heavy 
Metal offers the chance to control a couple of armoured 
land vehicles. Inevitably one of them is the Ml At, but you 
also have control over an XR 31 1 FAV (Fast Attack 
Vehicle), capable ot travelling at lOOmph when attacking 
enemy depots. As a Field Commander, you plan and 
execute campaigns from the war room to the kill: the 
ultimate aim is to progress from the rank of Second 
Lieutenant to five-star General. 
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tive reality, BATTl€ COMMAND is an 
player controls a single "MAULGR" 
|f one offe "scenarios (missions) in the ultra war fought between 

nt races in the NGW WORLD. The latest phase of the North/South 
,£n going on for over IO years with a stalemate eventually developing - a 
ndoff between armies massed over a long dug-ln battlefront Such are the 
defensive capabilities of each side, full scale attacks are suicidal, so any 
offensive moves are. by necessity, small "behind the lines' actions performed by 
troops in specially designed vehicles. The Mauler is the latest such machine 
able of being lifted In and out of hostile territory by fast stealth choppers 
with the most advanced weaponry the Northern scientists can «fcvise 

Software Limited 6 Cenifl Street 
.etiet M2 5N5 Telephone: 061 B32 663: 
669977 OCEANS G • far 061 834 0650 
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Team 
Yankee 

Gordon Houghton gets to grips with a 
platoon of four tanks in Empire's novel 
approach to a simulation. 

TEAM YANKEE is based on the eponymous novel by Harold 
Coyle. the ficlional account ola US Army tank unit stationed 
in Germany during the opening days of a third world war 
fought with conventional weapons. The hero of the book is 
the army captain Sean Bannon. who commands a 
reinforced tank company with two tank platoons and a 
mechanised infantry platoon assisted by anti-tank vehicles. 
The name of his company is Team Yankee. 

Featuring complete simultaneous control over 16 
vehicles in four platoons, including eight different types of 
tank, thereare 25 battle scenariostocompleteand five ranks 
to achieve. 





BEFORE you enter the mission, a briefing screen provides you with Intelligence 
reports and allows you to set up artillery support, precise details of which depend 
upon the scenario and your own rank. All Information is displayed on the notepad. 

THE ACTION Is primarily icon controlled, 
although In some cases keys provide 
quicker responses. This quadrant display 
gives a comprehensive overview of all 
four platoons In the team, including 
status. Selecting the 30 view (binoculars) 
gives control over a platoon's weapon and 
defence systems and allows you to scan 
the surrounding area. Accessing the map 
Icon In each quadrant allows you to 
control the platoon's movements. 



REVIEW 



TEAM 
YANKEE 

ODE And 
Empire 



PRICE E29.99 
OUT Now 
GRAPHICS 81% 
SOUND 66% 
PLAYABILITY 81% 
VALUE 72% 

OVERALL 

80% 



ATARI ST 
PRICE £29.99 
OUT Now 



IBM PC AND 
COMPATIBLES 
PRICE D4.99 
OUT Now 



"The 3D 
movement is 
slick, and 
the detail of 
the sprites is 
impressive, 
except when 
very close." 




"HE FULL-SCREEN map mode has all the features ol ihe 
;-adrant map. plus some entras: you can scroll the view, 
'-crease the spacing between your tanks to 100m, and set their 

ration. Theie are si* formation types in all: siraighl line. 
aMumn. right echelon, left echelon, wedge and V. 
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THE FULL-SCREEN mode allows greater 
fleilbility when controlling Individual 
platoons. Many of the controls are the 
same as in quadrant mode, however 
additional features Include the ability lo 
zoom in by a factor of 10, produce engine 
smoke, use the thermal imaging systems 
(vital tor penetrating enemy smoke 
screens), and employ the laser 
rangeflnder. 
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"Hell itself could not 
have compared with 
the scene in the 
open space to the 
t'ont ot 66. There 
was the burning 
village of Langen m 
the background. 
Flames. Interrupted 
by the impact ol 
.incoming artillery 
rounds, leaped high 
above the village 
and disappeared in 
low hanging clouds 
From the lar left ot 
« Bannon's field ot 
vision to the lar right 
and beyond, 
smashed Soviet 
tanks and tracked 
vehicles burned, 
spewing out great 
sheets o( (lames. 
Burning dlesel from 
ruptured fuel cells 
formed narrung poors 
around dead tanks 
Soviet crewmen. 

some burning, 
abandoned their 
tanks only to be cut 
down as chattering 
machine guns added 
their stream ol red 
tracers to the tray 
Transfixed by this 
scene. Bannon 
received a new 
understanding ot 
Wilfred Owen's grim 
poem. Dulco et 
Decorum Est. " 
Extract From Team 
Yankee by Harold 
Coyle 




THE STATUS display shows the lour 
vehicles in each unit, displayed as a 
silhouette. Each vehicle Is represented by 
two bars. The upper bar reveals the 
morale ol the crew, which increases when 
the vehicle achieves a hit on a Warsaw 
Pact tank, and decreases when It is hit 
The lower bar is the efficiency ol the 
vehicle and Its personnel, which 
decreases according to damage 
sustained. 
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AVAILABLE weapons include HEAT, sabol, TOW (anti-tank missile), smoke grenades 
and an unlimited supply ot bullets from a machine gun. With predetermined moccuracy 
factors, you can tire at any polnl on the landscape simply by moving a cursor to the 
required area. 
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Team Yankee utilises the same combination 
of sprites and polygons lound in ODE's Let 
Sleeping Gods Lie - and it's a system that 
works well in a simulation. The 3D 
movement is slick, and the detail of the sprites is 
impressive, except when very close The other graphics 
are not so hot. Providing information on a notepad is a 
nice idea, but not necessarily an effective one. and some 
of the presenlation pieces Isuch as the map) ore a little 
too lunctional and lack polish. The design is ambitious, 
but the programmers have pulled it off. with a few 
reservations. For one, thecomplexity of controlling four 
platoons at once is demanding and tests your strategic 
abilities, but whal it gains in comprehensiveness it lacks 
in individual sophistication. When you get down to 
single platoons, you can't hoip teeiing that Ihe action is 
balancing the line between arcade game and simula- 
tion, without ever managing to capture the enjoyment of 
either. Minor details such as the poor sound effects and 
the cursor method of firing weapons add to the 
disappointment. Nonetheless, it's an impressive 
attempt at implementing a difficult design. Anyone who 
likes a balance of complex tactics with arcade action 
should check it out. 

ST owners can check out their translation 
from page to screen right now. 



Also available now is the PC version, 
converted courtesy of Tho Assembly Line. 
Available on 3.5" and 5.25" disk it supports 
CGA, EGA and VGA (in EGA mode), and 
makes use of AdLib sound capabilities. 



TRUNDLING TOWARDS TOP TANK TECHNOLOGY 



I 



IN THE DECADE after 1945 there was 
doub! as to whether the lank had a Mute 
at all m the nuclear age. It was soon 
realised, however, that a tank could survive 
in a post-nucleat scenario where a toot 
soldier couldn't - so the process of 
evolution continued. 

British designs since the war have 
included Ihe Centurion (76mm gun) and its 
successor the Conqueror (120mm gun). 
The Chteftan came into service in 1967- il 
has a range o' ?80 miles and a top speed ol 
30mph, and is equipped with a laser 
rangefmder, machine guns, smoke 
dischargers and a 120mm gun Of the 
other European contributions, the most 
notable have been the West German 



Leopard series (top speed 40mph, range 
380 miles. 105mm gunland the SovietT64 
(speed 43mph, range 280 miles, 125mm 
gun) and T80. 

The American contribution has been 
Iwo lold. Their most widely -used tankisthc 
M60 - since its first manufacture in I960 
it s been exported to more countries than 
any other However, Ihe most Significant 
development has beentheMlAl Abrams 
It's the most often simulated, simply 
because it's considered to be Ihe world's 
most sophisticalod and powertui battle 
tank. It began development in 1972 wh«o 
design contracts were farmed out to 
different corporations: the Chrysler design 
was selected in 1976. and the Oilot 



includes a laser range-tinder (with 3x arid 
lOx settings) and a thermal option that 



vehicles constructed in 1978. The first 
production vehicle rolled oft the line m 

1980. with manufacturing peaking at 70 ^ SEiEtt^SS 

urfbL • mimth When nroductint, ends. &™* r na * a Da,l ' stl ^ comf>u,e ( r S,aVed *? 

the gunsigh!, which automatically cat 



the US Army will have between 8.000 and 
U000 MlAls. 

The original Ml design had a 105mm 
rifled cannon, but the M I A 1 5 were all built 
with 120mm smooth-bore cannon. This 
main gun 



culates elevation according lo range, even 
taking into account wind and 

The M1A1 has varied deled 
capabilities Its top-secret arm 
believed to be a laminate with steel 



poJula.mou.-p.e-cmg.^dava^e. ^^-"Mf 1 " 
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or high explosive HEAT (an explosive 
chemical penetiator. with a constant 
effect regardless of range, used for 'soft 
largetssuch asin(antry). It's aisof rtted with 
three machine guns Other equipment 



only the hull and front turrets are 
protected, Inaddttinn the lank is fitted with 
smoke grenades, a laser warning system, 
automatic tire suppression systems and 
automatic blow-out panels in the roof. 





ACCESS/VISA 
24hr HOTLINE 
0732 351220 




(DEPT ONE 7), 46 ASHDEN WALK, TONBRIDGE, KENT TN10 3RL 



FREE QUALITY 
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BLANK DISK 
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TITLE ORDERED 
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MEGA MIX SOFTWARE BUNDLES 




BUNDLE 1 

APB. OVNAMlIt 
DUX. STAR 
WARS IRIIOGV 



BUNDLE 2 

I fiAAL. DRAGON 
I SPIRIT. GALAXV 



L BUNDLE 1 
■OWtRDfllFT. 
-.AMMfRFISI. 
.AST NINJA II 



BUNDLE 4 

f UK META1 
PLANET. KICK 
Off. PURPlf 
SATURN DAY 




BUNDLE C 

HARD OftlVtN'. 
LASER SQUAD. 
SAFARI GUNS 



ANY ONE Of THE ABOVE BUNDLES ARE AVAILABLE FOR 
IFHOWEVERVOU J^S, •^ fM< t WOULOPREFER 
TO SELECT ANY X**""^ 3ITEMSFROM 

THE BUNDLE PACKS ^Hyt^ ^HvJ^ USTEO ABOVE. TO 
CREATE YOUR OWN' SOFTWARE PACK. FOR NO CHANGE AT 
ALL IN PRICE 
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PROGRAMMERS 

Have you written any good Spectrum, 
Amstrad CPC or C64 games that have 
been successful in the past but are no 
longer earning you money? 

£500 TODAY! 

If any of the following reflect your 
position . . . 

• You own the publishing rights to your games outright. 

• Your games publishing rights have reverted back to you. 

• Your publisher has ceased trading etc., leaving you unclear 
about the fate of your publishing rights. We can help you 
with this. 

• You think you may be able to get your publishing rights back 
from your current publisher, but aren't sure how to go about 
it. We can help you with this too. 

• You have acquired publishing rights for other authors games. 

• Your personal circumstances don't fit any of the above, but 
you'd like to know if we can help anyway . . . 

. . . and you want to sell (or license) your games to 
CodeAAasters for an IMMEDIATE CASH PAYMENT of 
£500 then call David Darling NOW on 0926 8141 32. 

You may prefer to mail in a sample to the address below. 
Samples will be returned to you if you wish. 

David Darling, CodeMasters, Lower Farmhouse, 
Stoneythorpe, Southam, Warwickshire, CV33 0DL. 




MAIL ORDER TO:- DEPT ONE, 55 HARROW DRIVE. LONDON N9 9EQ 
TEL: 081-803 0893 
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PREMIER MAIL ORDER 



Titles marked * are not yet available and will be sent on day ol release. 
Please send cbeque/PO/Access/Visa No. and expiry date to: 
Dept THO, Trybridge Ltd. 8 Buckwins Square. Burnt Mills. Basildon, Essex. SS13 1BJ. 
Please state make and model of computer when ordering. P&P inc. UK on orders over £5.00. Less than £5 and Europe add 

£1. 00 per item. 

Elsewhere please add £2.00 per item for airmail. These offers are available Mail Order only. 

Tel orders: 0268 590766 
Fax: 0268 590076 
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1/7 Meg Upgrade with Clod 




44 99 


CUV Irt^k C.k 

bee .. . • > bub 




1699 


Adidas Football 


13 99 


1699 


Airborne Ranger 


999 


999 


AMOS 


— 


3499 


Anaichv 


13.99 


1399 


'Assault on Alcatrar 


1699 


1699 


Auitcrlrt/ 


999 


999 


•BAT 


1699 


1699 


Bock 10 the Future 2 


1699 


1699 


•Back to the Future 3 


1699 


1699 


'Badlands 


1399 


1399 


Bards Tele 1 or 7 Hmt Boot 


5.99 


599 


Bards Tale 2 


™e 


799 


'Bards Tiki 3 


~ 


1699 


Bar/nan Hie Movie 


1399 


1699 


'Battle Command 


1699 


1 1 N 


Battlemastur 


(699 


1999 


'Betrayal 


1999 


1999 


"B*| the Kid 


1699 


16 93 


Black Tiger 


1399 


1699 


'Blade Warrior 


1699 


1699 


otoodwycti 


ic cm 

1699 


IE Ul 

1699 


D| n . ■»•.»' h fl nt n fill r 

Wooowycn Data Disc 


A Art 
J 3J 


9.99 


BSS Jeyne Seymour 


1699 


1699 


It LI J (!• -II 


— 


1699 


Buggy Boy 


799 


798 


•Cadaver 


16.99 


1699 


' .' ipjhrl 


1699 


1699 


Car net Command 


1499 


1499 


■: iflfreM 


1699 


1699 


Champions ol Kfytn 1 IMegl 


~ 


2199 


'Chaos Smkes Back 




1699 


Chase HQ 


1399 


1&99 


•Chase HQ 2 


169S 


1699 


'duck Y eager 


1639 


1699 


Codename Iceman (I Meg) 




79 99 


Colonels Bequest II Meg) 


— 


7998 


Combo Racer 


Ml 


1699 


•Commando War 


1699 


1699 


Conquer or 


1699 


1699 


Conquest ol Cametot ilMegi 




7699 


Corporation 


16 9S 


1699 


Crackdown 


1399 


1699 


Cra/y Cars 2 


1199 


14 99 


'Cricket Ca plain 


1699 


1699 


'Crime Wave 


1699 


1699 


'Cruise for A Corpse 


1639 


1699 


Cytwrba 


1399 


1399 


0 a modes 


1699 


1699 


Dark Century 


1699 


1699 


Days ol Thurtde< 


1699 


1699 


Degas Elite 


1799 


- 


Deluie Paint 


3999 


- 


*Drck Tracy 


1699 


1699 


'Dragon Stake 




1999 


"Dregon Wan 




1699 


Dragons law (IMegl 


_ 


7699 


O'egons lea 2 - Singe's 


- 


7699 


Castle 






Dungeon Master 


1699 


1699 


Dungeon Master Hml Boot 


999 


999 


'Duster 


1699 


1699 


'Dynamite Debugger 




1699 


'ESwit 


1699 


1699 


Edition One 


1699 


1699 


Eate 


1499 


1499 


Emlyn Hughe* 


1399 


1399 


'Emlyn Hughes Quu 


1399 


1399 


'Epic 


1699 


HI 


Escape From Robot Monsters 


1399 


1399 


'Escape From CoWrU 


1699 


16M 


FI5 Combat Pilot 


1699 


1699 


FI9 Stealth Fighter 


1999 


1999 


F29 Retalialor 


1699 


1699 


r»ic bo 


1699 


1999 


Falcon Mission Otsc 


1399 




Falcon Mission One 7 


13 99 


1399 


F ens ri Formula 1 


7 99 


799 


'Final Battle 


1699 


1699 


Fire and Brimstone 


1699 


1699 


■file Dill 


1699 


1699 


'Flight ol the Intruder 
Right Sim 2 


1699 
76 99 


1999 
7699 


•Flip It And Magnose 


1699 


1699 


Rood 


1699 


1699 


Flight Disc 7 or 11 


1399 


1399 


Flight Disc European 


1399 


1399 


Flight Disc Japan 


1399 


13 99 


Flying Shark 




999 


Football Direclor I 


1799 


1799 


•Ford 08 Rally 


1699 


1699 


Fun School 2 6 8 


1199 


1199 


Fun School 2 Over 8 


1199 


1199 


Fun School 2 Under 6 


1199 


1199 



ntif 

Fun School 3 Over 7 
Fun School 3 Under 5 
Future Wars 
Ghouls & Ghosts 
'Gold ol A/tecs 
Gravity 
'Gremlins 7 
Gnmblood 

Mb 
Hard Ortwn 
Hardball 2 
Hsfgei 

Hero's Quest |1 Meg) 

'Hollywood Collection 

I rounds ol Shadow 

Hunt For Red October 

Hunter Killer 

•Hydra 

Interceptor 

Imperum 

Indy Jones Action 

Indy Jones Adventure 

Indy Jones Hint Book 

International 30 Tennis 

•Int. Soccer Challenge 

It Came From Desert HMegi 

It Came From Desert Data 

hnanhoi 

Jack Nicklaus Eur a Courses 
Jack Nicklaus Goll 
Jack Nicklaus Unlimited Golf 
•Judge Dreed 

KQuesI 1.2.3 0.4 Hint Book 

Keel the Thiol 

Keet the Thiol Hmt Book 

Kennedy Approach 

Kick Off 2 

Kick Off EHra Time 

Killing Game Show 

Kings Quest 4 

Kings Quest Tnple 

Knights of the Crysiarfcon 

ISurt Larry 1 or 2 Ftnt Book 

leisures*!* Larry I or 7 

I eisu result Larry 3 

•Lrle and Death 

Light Force 

•line ol Laie 

Lombard RAC ReUy 

loom 

'Lords of Olios 
lost Patrol 
*M1 Tank Platoon 
'Magic Ry 
Magnum 4 

Manhunts i San Francisco 
Maniac Monnon 
•Main. Marauders 
•Mean Streets 
Mtcroprose Soccer 
rVadmght Resistance 
Mriwrnter 
Monty Python 
Music X Jnr 

■rVunli-r 

■Narc 

'Navy Seals 
Now Zealand Story 
•Nrghttireod 
'Nightbreed Movie 



ST AMIGA TTTlf 



ST AMIGA 



Fun School 3 6-7 



N,nta Warriors 

wm 

'Off Rood Racer 
•Operation Hemer 
Operation Stealth 
Operation Thunderbolt 
Oriental Games 
•Pang 

■P.iM Irn 1 Kl 
Passing Shol 
Pipemania 
fV.ilc 

Player Manager 

Police Quest 1 or 7 Hint Book 
Police Quasi 2 I Amiga IMegl 
Populous 

Populous Promised Lands 

Powerdrome 

•Powermonger 

I'r, IL!U-. M.-l„ 

•Predator 7 

Pro lenms Tour 

Proiectyle 

•Puf/nic 

Ram bow Islands 



1699 


1699 


•Roach For The Sk.es 


MM 


1699 


1699 


1699 


Rod Storm Rising 


1699 


1699 


1699 


1699 


Resolution 101 


999 


9.99 


1399 


1699 


'Rica Dangerous 2 


1699 


1699 


1699 


1699 


R oboe oo 


1799 


1599 


999 


999 


•Robocop 7 


1699 


1699 


1399 


1399 


Rocket Ranger 


999 




499 


499 


•Rocky Horror Show 


16.99 


16.99 


1499 


1498 


•Rogue Trooper 


1399 


1399 


1399 


1399 


Rorkes Drift 


1699 


1699 


— 


1639 


Hotoi 


1699 


1699 


1999 


1999 


RVF Honda 


1499 


1499 


- 


7699 


Space Quest 1.7 or 3 Hml Book 


699 


699 


1999 


1999 


'Secret of the Monkey Island 


19.99 


1999 


799 


799 


'Secrets Of Luftwaffe 


1999 


1999 


— 


999 


Shadow Of The Beast 


16.99 


• 


499 


499 


Shadow ol the Beast 2 


— 


76 99 


1399 


1399 


Shadow Warriors 


1399 


1699 




799 


Silent Serwce 


999 


999 


1699 


1699 


•Silkworm IV 


1399 


13.99 


1399 


1399 


Sim City 


1999 


1999 


1699 


1699 


Sim Crty Terrain 


— 


1399 


699 
1699 


599 
1699 


'Skill or Die 

•Skull And Crossbones 


1699 
1399 


1699 
1399 


1699 


1699 


'Sly Spy 


1399 


1699 


— 


1499 


Space Ace 


76 99 


7699 


— 


999 


Space Quest 3 


mm 


2699 


1399 


1698 


•Speedbaw 7 


16.99 


1699 


— 


999 


Spellbreaker 


7.99 




1699 


1699 


•Spellbound 


1699 


1699 


1999 


1999 


Spy Who Loved Ma 


1699 


1699 


1399 


1399 


'Star Trot V 


1999 


199) 


699 


699 


Slarflighi 


— 


1699 


— 


799 


Slamignt Hint Book 


— 


599 


— 


699 


'Steven Hendry 


1699 


1699 


1499 


1499 


RrkfM 


1399 


16.99 


1499 


1499 


•Slnder? 


16.99 


1699 


799 


799 


•Slun Runner 


1699 


1699 


1699 


1699 


Stunt Car Racer 


999 


9.99 


7199 


76 99 


Subbuteo 


17.99 


12.99 


7699 


76 99 


'Supremacy 


1999 


1999 


— 


7199 


Supercars 


1399 


1191 


699 


1 ■ 


Swords of Twilight 


7.99 


7.99 


1999 


1999 


Swords of Twilight Hmt Book 


599 


599 


7699 


7699 


•Team Sutuki 


1699 


169) 


1699 


1698 


•Team Yankee 


1999 


1999 


1699 


1699 


'Teenage Mutant Turtles 


1999 


1999 


1699 


1699 


Test Orrrt 7 


— 


169) 


1499 


1499 


Test Drive 2 Cefrfonw Chall. 


— 


999 


1999 


1999 


Ten Onve 7 Muscle Cars 




999 


1399 


1699 


Tost Drive 2 Supercars 


— 


999 


1699 


1699 


•The Immortal 


1699 


1699 


7199 


7199 


Then Finest Hour 


1999 


1999 


1699 


1699 


Theme Park Mystery 


999 


999 


1699 


1699 


Thunder it nln 


1699 


1699 


7199 


7199 


Tie Break 


1399 


1699 


1699 


1699 


Time Machine 


1699 


1699 


1398 


1399 


•INT 


1999 


1999 


1699 


1699 


•Toil 


1699 


1699 


14.98 


1499 


•Torvak 


1699 


1699 


1699 


1699 


•Total Ratal 


1699 


1699 


1999 


19.99 


•Tournament Got 


1699 


1699 


1399 


1399 


Trocksuit Manager 


799 


799 




49 99 


Treble Champions 


1399 


1399 


1699 


1699 


Triad Vol 3 


1999 


1999 


1699 


16.99 


•Turbo Challenge 


1699 


1699 


1699 


1699 


Turbo Outrun 


1399 


1699 


1399 


1699 


•TV Sports BasebaU 




1999 


1699 


1699 


TV Sports Basketball 


: 


1499 


1699 


1699 


TV Sports Football 


999 


17.99 


1999 


1999 


Twin World 


1699 


1699 


1399 


13.99 


. m ; 






1699 


1699 


•UMS2 


1999 


1999 


1399 


1399 


UMS Scenario 1 


899 




1699 


1699 


UMS Scenano 2 


899 




1699 


1699 


•UN Squadron 


1699 


1699 


1399 


1699 


total 




1999 


1699 


1699 


Untouchables 


1399 


1699 


1699 


1699 


•Vasme 


1699 


1699 


1699 


1699 


Virus 


999 




999 


999 


•Worker 


1699 


1699 


13.99 


1699 


Wayne Gretiky Hockey 


1699 


16.99 


1599 


1599 


Weird Dreams 


1599 


15.99 


1799 


1299 


•Wildfire 


1999 


19.99 


1399 


1699 


Wild Streets 


16 99 


1699 


699 


699 


Wings 




19.59 


1699 


7699 


'Wings ol Fury 


1399 


1399 


1699 


1699 


•Wotf Pick 


1699 


1699 


799 


799 


World Cup Compilation 


1499 


1499 


799 
1999 


7 99 
1999 


Xenomorph 
Xenon 2 Megablait 


1699 
1699 


1699 
16.99 


1699 


1599 


Xenoonobe 


499 


4 99 


1699 


1699 


•Xiphos 


1699 


1699 


1699 
1699 


1699 
1699 


/al McKracken 
Zany Golf 


1699 
799 


1699 

7.99 


1699 


1699 


Zomrn 


1699 


1699 


1399 


1699 


Tor* I or 7 


799 





SOUND EXPRESS 
The Ultimate Sound 
Sampler 
Amiga £34.99 



SILENT SERVICE 
ST or Amiga £9.99 



AIRBORNE RANGER 
ST or Amiga £9.99 



1/2 MEG UPGRADE - 
AMIGA 

with Clock £44.99 
wilhout Clock £39.99 



DUNGEON MASTER + 
CHAOS STRIKES BACK 
ST £19.99 



STUNT CAR RACER 
ST or Amiga £9.99 



JOYSTICKS 
Konix Speed king £8.99 
Konix Navigator £9.99 
Cheetah 125+ £6.99 
Cheetah Mach 1 £9.99 
Quickjoy 2 Turbo £8.99 
Sega Control Stick £13.99 



BLANK DISKS 
UNBRANDED DISKS 
10 x 3.5" DSDD £5.99 
20 x 3.5" DSDD £10.99 
50 x 3.5" DSDD £23.99 
100 x 3.5" DSDD £49.99 
TDK BRANDED DISKS 
3.5' DSDD £1.25 each 
5.25" DSDD £0.75 each 




REVIEW 



M1 TANK 
PLATOON 

MtcroProse 



Tank Plato 




AMIGA 

PRICE £29.99 
OUT Now 
GRAPHICS 85% 
SOUND 75% 
PAYABILITY 92% 
VALUE 90% 

OVERALL 



90% 



ATARI ST 
PRICE £29.99 
OUT Soon 

IBM PC AND 
COMPATIBLES I 
PRICE £34.99 
OUT Now 



Is the release of another M1A1 tank 
simulation just flogging a dead horse? 
Gordon Houghton rolls into action to 
find out. 

THERE'S never been a tanklikelhe Ml AlAbrams. lis design 
is a result ot its function; expected to lead assaults across 
enemy lines, its high-velocity smooth-bore cannon (muzzle 
velocity 5,450 ft/sec) and a trio of machineguns are buried in 
a heavily armoured hull. It weighs 57,000kg, measures 
approximately 8m (length) x 3.5m (width), and can move at 
a maximum roadspeed of 66.77 kph (41.5mph). 

MicroProse's simulation allows you to control four of 
these giants at once, in thousands of different battlefield 
scenarios. However, the career of any commander is not 
<ong: survive 99 combat opportunities, and you are forced 
•mo retirement. 

THE WIDE variety 
of flexible 
parameters means 
that you can 
construct your own 
difficulty level. For 
example, you can 
choose lo disable 
the enemy, or 
allow It to move 
without firing, or 
go the whole hog 
and allow It to lire 
as well. If you 
choose an 

assignment or 

jmpaigrt, you can also set the quality ol enemy personnel 
*om lily-livered Second Line troops to elite Guards. Evan If you 
eanply choose a single engagement, there's a choice of six 
?**erent missions, from Blitzkrieg (your forces have already 
•ottn through the line) to Rearguard (you are the last line ot 
aetence. holding oft the enemy so other troops can escape). 



MIA1 

>> 2flf M4r»k<j 



Chris' Crushers 

2 M1AT 
Pr c-SSq Bern) 



1 M1A1 _2 M1AT 3) M1A1 

Fr C-SSfl Small Pr C.-SSfl 6«rr>j C SF< Eliar 

Ft O Stf r>uft4m<jri Pr (j-SW Ldflflce Fr C-'Sflt Trivr«<ir 
D tit pAiTh Fr D C&I Litkt Pr D^Cfrl Jolts CBC»I Ohm 

Hfl Shn.t Ft L'PFc KowfllsHj Fr LPFc Met tor. GtfL:PFcJi« 

tout**: HEAT :28 ftwtrno- HEAT-2D Atnm»: HEAT=2tl | A£f»< HEArrJc 
JABOT' AP)=2B SABGT<AP>=2Q SAB0T<AP>=2B SABOKAP)=2tl 

MIA1 TANK PLATOON REPORTING- FOR DUTY. 

Highlight platoon name, tank, crewmen or ammo 
10 see detorls or make changes- 



l 




USING the 
battlefield map is 
one of the most 
Important aspects: 
you can direct the 
whole platoon or 
an individual 
vehicle towards the 
target, and call in 
air or artillery 
support. You can 
also create platoon 
formations, or 
generate 
breakaway 
movements to 
outflank the 
enemy. Tactical 
skills are as subtle 
as you are. 



■ \ . 



YOU ARE able to 
control all 16 men 
in the four-tank 
platoon, each with 
his own unique 
battlefield abilities. 
Men can be 
transferred before 
the action starts, 
but this has a 
negative effect on 
their performance, 
since they have to 
learn to cope with 
new personnel and 
a 'different' 
vehicle. As you 
complete 
successful 
missions and gain 
promotions, the 
abilities of your 
personnel increase 
according to 
positive battle 
experiences. 
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NOVEMBER 1990 



THIS IS the driver's 
seat. It's a loss 
useful perspective 
because It's lower 
to the ground and 
lacks 

magnification 
However, It does 
have night vision, 
and the driver 
directly responsible 
for the direction 
and speed of the 
tank hull. 




IN ADDITION to the interior views, there's 
a view of any of the four tanks from 
behind. Being a spectator is pleasant 
enough, but not advisable In the heat of 
battle. 




control l 



THE PURPOSE of 
most of the 
missions is simply 
to disable or 
destroy the enemy, 
but the methods 
can be radically 
different. For 
example, you can 
use the terrain as 
camouflage, launch 
an all-out attack, 
or sat your crew to 
fire at will. 
Inexperienced 
teams will only be 
moderately 
successful. 
Promotion and 
extra skill levels for 
the crew are the 
rewards for 
success. 



4- LEFT I -f> 



TURN 



FftClre-% 




THE VIEW from the Gunner's Primary Sight Is limited, bul the 
magnification and night vision devices are the best on the tank. 

The gunner controls the turret, including the laser rangelinder, 
120mm main gun and the coaxial machine gun. 



The most striking aspect of Ml Tank Platoon 

is its depth: you wouldn't expect a game 
which incorporates command of an entire 
tank platoon to achieve the amount of 
nd detail which this does. And that's just on the 
evel of a single mission. All the different parameters and 
thousands of battle situations make every game 
uniquely interesting. Tho 16.000 acre battlezone - 
subject to a variety of conditions such as daylight, 
nightfall.adversoorclearweather - providesavastarea 
in which to develop strategies. The technology and 
strategy elements are bang uplodate, incorporating the 
latest equipment and options to call in artillery or air 
support. H all thissoundsa bit heavy, you can let much of 
the simulation run itself, giving orders and waiting until 
the last moment lo take control and claim the glory. The 
only slight reservation is the update speed of the 
graphics when running a high level of detail: it can be 
jerky enough to prove annoying in quieter moments, 
although you hardly notice it when you are engaged in 
battle. Ml Tank Platoon is simply the mosl comprehen- 
sive tank simulation to date, and anyone with an interest 
in land warfare should got hold of it. 

An ST version will be available soon, and 
should be tho same right down to the last 
rivet. 



ST 



An MS-DOS compatible Ml Tank Platoon 
has been around since October of last year. 
The gameplay is exactly the same, but the 
running speed varies according to the PC. It 
comes on 5.25" and 3.5" disks, and supports CGA. EGA 
and VGA (in EGA modeh 



PC 




NITRO 



Choose your car, grab the wheel and go! 

Speed through the cities, deserts, forests and wastelands 
competing in over 30 gruelling races — day and night in a mad 
dash for the finishing post. 

Race against the computer or friends. 

Pop in the shop to enhance or repair your machine. 

Pedal - to - the - metal fun! 
Squeals on wheels! 
Lead - free frolics! 

Screen Shots from the Amiga version 

SEEING IS BELIEVING 





i 
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PSYGNOSIS 
FREEPOST 
LIVERPOOL L3 3AB 
UNITED KINGDOM 
Tel: 051 -709 5755 
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FEATURE 



Image Animation is the country's leading 
Special Effects team. Gary Whitta meets the 
men who make movie magic. 





"I've got the 
only job in 
the world 

where 
somebody 
will look at 
your work 
and say. 'My 
God, that's 
disgusting', 
and you 
reply, 'Oh, 
thanks very 
much!" 

Bob Keen, 

Image 
Animation 



THERE'S A LOT to 
be said tor working 
in Special Effects. 
Where else could 
you gel paid for 
cutting off Sean 
Connery's head, 
creating a robot 
that systematically 
kills people, or 
breathing life into 
creatures so 
bizarre as to put 
even the strongest 
of stomachs into 
reverse? 

While it's a 
widely held belief 
that this sort ol 
activity is strictly 
limited to the bounds of Hollywood, one 
team has managed lo do all of the above - 
and more - from a slightly less glamorous 
location, and make itself the country's 
leading SFX house in the process. 

Based in the heart ot Pinewood Studios 
m Middlesex. Image Animation has, in its 
five-year lifespan, provided the gruesome 
and fantastic visuals for more films than 
you could shake a clapperboard at. Its 
impressive portfolio includes work on 
Hellraiser, Hellhound, Highlander. The 
Unholy, The Lair Of The White Worm, 
Waxworks, the TV version ot Doctor 
Jekyll And Mister Hyde and, more 
recently. Nightbreed, Hardware and the 
forthcoming Highlander 2. 

And tor lA's founder, Bob Keen, the list 
goes on. In his 1 1 year career he's worked 
on all of the above along with The Empire 
Strikes Back. Return Of The Jedi, The 
Dark Crystal. The Neverending Story 
And many more. Not bad for a man who 
started his creative career buying Airf 
Tank kits, throwing away the instructions 
and then using the bits to build his own 
bizarre models. 

"Primarily now I'm a designer," Bob 
explains. "I started off doing model work 
outside the film industry - which, with no 
formal training ground for this industry, is 
one of the best routes m as it teaches you a 
whole group skills - and the first film 
really worked on was The Empire Strikes 
Back. I went tor an interview on the film, 
and Stuart Freeborn, who was in charge of 
the Make-Up Effects, said he could grve me 
a week's work. I left the picture 1 1 months 
later with my union card and a tot of 
experience." 
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After working on The Empire Strikes 
Back, Bob went on to help out with a host ot 
other movies including The Keep. Krull. 
The Dark Crystal (with Jim Hertson). 
Return Of The Jedi (Bob was one of the 
men in charge of Jabba The Hutt| 
Ufeforce and Highlander - the first film 
that Bob 'chlefed'. During that period, Bob 
broke away from Make-Up Effects (the 
company he had been working with) and 
formed his own firm: Image Animation. 

"The name for the company came as a 
few of us were talking about a name for a 
new computer system, and someone 
suggested The Image Animator. It struck 
me as a really nice name, so I thought 
Image Animator/Image Animation and the 
name stuck." Bob explains. 

As luck would have it, the company's 
maior break came shortly after its 
inception, in the form of an unexpected call 
from horror author Clive Barker. Clrve was 
looking for someone to create creatures 
and chuck some gore about for his first 
film, Hellratser. 

"Give called me up and said, 'I hear 
you're good.' and I said. Clive who?'. But 
we got together and he had me hooked on 
theidea.Clive'sextremelytalented.and he 
can draw you into his story better than 
anyone else I know." 

Such was the success of Hellraiser that 
Image Animation soon became known 
around the industry as hot stuff, and a 
plethora of work followed, including 
Hellraiser's sequel Hellbound. It was 
during production on that movie - which 
took place at Pinewood - that the studio 
offered Image a permanent base, and the 
rest Is history. "Pinewood like us." explains 
Bob, "And I like Pinewood. It's a great 
place. All the big effects movies, like 
Batman and now Alien III are made here, 
and other SFX companies, like Effects 
Associates, are based here also There are 
probably more effects people per square 
foot here than anywhere else in the world 
- outside of Industrial Light and Magic * 

Unlike many of its stateside counter- 
parts, such as George Lucas' Industrial 
Light And Magic. Image Animation is very 
specific about the type of service it 
provides. 

'We don't do opticals. matte paintings, 
laser beams and so on or what are called 
physical effects, such as fire and rain and 
so on," Bob explains. "We do special 
make-up effects, which covers pro- 
sthetics, animatronics, creature making, 
puppetry, plus a little bit of model making 
and a lot of concept work, such as 
sketches.* 

The way in which Image Animation gets 
involved in a proiect is simple. After an 
initial request from the film people. IA 
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PAUL JONES hard 
al wort rebuilding 
Nighibreeds 
gruesome Vasty 
Moses. Such was 
I he bulk of the 
model used in l he 
movie. K had lo be 
destroyed once 
filming was 
finished. But now 
he's back In his 
second 
incarnation, bigger 
and mote blubbery 
than ever (although 

in this shot he's 
still to be painted), 
heading up the 
Nightbreed 
exhibition currently 
on at Tower 
Records In 
Piccadilly Circus 



receives the ail- 
important script 
whtch Bob reads to 
get an idea of what 
would be required 
SFX-wise. and also 
to determine if it's 
the sort of film the 
team wants to work 
on. 

IA is surprisingly 
stnngent in what it 
chooses to do. as 
Bob explains: 
There was a film 
that came through 
here about a month 
ago about a 
ladykiller. and the 
whole emphasis of 
it was that this guy 
basically enjoyed killing people 
said no - we didn't want to do 
simple as that." 

So what is it that Image looks for in a 
script? 'You're looking for a couple of 
things," says Bob. "You're looking to see if 
the effects themselves are going to be 
intelligent and good lor you to do, and 
whether the project offers opportunities. 
Most important for me, when I read a 
script, is whether or not I enjoy the script, 
and think it's going lo be a good movie." 

Talking of good movies, what are Bob's 
personal preferences? "I'd like to see more 
adult fantasy. I think that the adult 
imagination is as wild and crazy as that of a 
child, but it never actually gets catered for. 
And you can see that it works when you 
look at something like Total Recall Of The 
Terminator or Aliens While I was in the 
States recently I saw the Teenage Mutant 
Ninja Turtles movie, which is technically 
brilliant, but the film Is a little Hal It only 



We just 

it, it's as 



SOMETIMES it's 
the least elaborate 
make-ups that are 
the hardest to do 
The 'transformed' 
face make-up lor 

Nightbreed 9 
central character 
Cabal comprises 
eight individual 
latei appliances. 
Can't see the 
Joins? Thai's 
because the pieces 

come together 
along the lines and 
whorls on Boone's 
face. 
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WHILE Image Animation makes moves to 
put together a dedicated SFX exhibition, 
VIP visitors to the workshop can make do 
with a lour ol I he team's creature 
cupboards. Unfortunately the short 
lifespan of latex rubber means that some 
ol the older exhibits here, such as the 
Corridor Monster Irom Hellraiser, known 
as "The Engineer", won't last for too 
much longer - but as the old go out. 
there are new exhibits to replace them. 
The selection seen here is taken from 
Hellraiser, The Unholy. Nlghtbreed. Jekyll 
And Hyde (that's Michael Caine's 
pulsating head at the front) and, in the 
compartment below, Ken Russell's The 
Lair Of The White Worm. 

really works for Kids." 

One thing that's guaranteed to put Bob 
off, however, is an abundance of blood and 
guts. 

"I hate gore," he says. "I've done a lot oi 
gore, and I have to say that It's the most 
boring thing to do. When you've chopped 
one person's head off, you've chopped 
them all off. There are variations, such as 
what chops the head off - recently we 
decapitated someone with a steam train 
forHighlander2 - but the effect is more or 
less the same. You get to a point where 
you've done so much gore that it's mote of 
a technical than a creative thing." 

As a result, anyone who turns up at 
Pinewood looking for work with a portfolio 
full of gore is not likely to impress — Bob's 
shown the door to plenty of hopefuls on 
that score. Of the 400 people who apply for 
jobs at Image Animation each year, only 
three or four are actually taken on. The 
competition's tough, and only those who 
show real imagination are likely to impress. 

Bob is the first to admit that anyone who 
works in the special effects field doesn't 
have an easy time of it. especially when 
working on a film set. Since prosthetic 
make-up can take hours to apply, a 
make-up crew can start its day as early as 
four in the morning and expect to work 
through to 1 1 at night. But. as he's quick to 
point out. the rewards on offer are unlike 
any other profession. 

"You get to play God," he explains. "It's 
all about creating entire creatures - 
creating things out of inanimate objects 
and making them live. The reason I didn't 
like modelmaking Is that, if you're 
modelling something like a fuck, you need 
to be very precise and exact as it all has to 




be accurate and to scale. But when you're 
creating a creature, you can Just let your 
imagination run wild, as you don't have 
those same restnctions." 

Is there one single thing about the job 
that Bob enjoys most? "Yes, watching 
rushes the next day - I prefer watching 
those to the finished film. You come in to 
work in the morning, feeling tired, and the 
first thing you do is watch yesterday's 
rushes, which is the first time you get tosee 
if your effect has worked on screen or not. 
If it hasn't it's the worst feeling in the world 
as you know you have to do it all again. But 
if it works, it's the best feeling in the world!" 

The job of a special effects artist is to be 
creative - but even then there are limits, 
as Bob explains: "You can do things which 
are so wild that they actually distract from 
the movie - and there are a lot of effects 
films that do that, where someone has 
gone so far that they've lost the audience. 




THERE ARE of course times when an 
effects artist comes up with something 
too weird for words, image Animation 
produced several such creations for 
Nightbreed. This attractive stop-motion 
model of a lizard-man with a shark-like 
mouth for a groin was refused by Cllve 
Barker simply because it was too strange. 
But who knows? This little beast may yet 
be used in a future project 



BOB KEEN relaxes in his otlice with a 
small selection from his army of 
handmade friends. Included here are 
some of the stars of Nightbreed, 
Hellraiser, The Unholy, Waxworks and the 
TV series Oddbods. Bob's the one with the 
stripy shirt 

You have to make things look real, 
particularly m an anatomic sense. When 
we were doing the skinned people for 
Hellraiser, if we had made them look like a 
skinned person really should look, no-one 
would believe it. It'showpeoplethinkthata 
person who's been skinned should look 
that's important. The same rule applies 
whencreatingcreatures - it'show people 
think they should look, not necessarily how 
they would look. And often it's movies that 
give people those ideas of how things 
really look. It's all locked into the 
subconscious - we're all living off images 
that aren't real." 

Despite this tendency to replace what 
actually is medically correct with what 
looks nght, IA still draws on many factual 
influences when researching its effects. 
'We have a library of medical disease 
textbooks," Bob reveals, "which we tend to 
draw on for textures and colours and 
things like that because they're so unusual. 
It's the same as when artists look at 
pictures of deep-sea fish for textures and 
colours, I personally don't use them that 
much because they make me feel sick - if I 
cut myself and see real blood I think I'm 
going lo faint!' 

How a particular effect or look is 
achieved depends not only on what 
exactly needs to be done, but also the 
resources available and some simple 
logistics: There are some effects which 
simply couldn't be achieved using 




WHAT A difference a bit of rubber makes. 
At the recent Computer Entertainment 
Show at Earl's Court, Bob Keen and Paul 
Jones went to work on The One's Gary 
Penn and Gary Whltta, making them up as 
characters from Nightbreed. Here's how 
they looked before... 




AND AGAIN an hour Later. Despite the 
dramatic change, this Is actually the most 
basic make-up appliance that can be 
used, taking a relatively short time to do 
about 45 minutes. The more elaborate 
make ups are made from many morn 
separate latex appliances, and can take 
ail up to eight hours to apply! 
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MAGE ANIMATION doesn't throw 
anything away. Its storeroom Is packed 
with just about every mould case its ever 
used, and as many creatures and models 
■s can possibly be kept are kept. You 
never know when you may want to make 
mother identical cast or creature, says 
Bob, "and we're all very fond of our 
creations. I saw Jabba The Hutt's eyes 
npped out and hla body thrown In the bin. 
which Is terrible because It's a piece ol 
history and the physical ob|ect is |ust as 
fascinating as the film itself. I went to an 
txhibltlon In Los Angeles where the 
original King Kong model was on display, 
and it looked terrible. II was all tailing to 
oieces, and the filler was coming out. but 
you Just think. That was King Kong The! 
•■5 what climbed up the Empire State 
Suilding.'" 



full-scale live action where stop-motion 
animation Is used. You might have a 
creature design that simply wouldn't work 
as a suit for an actor, or a shot where an 
actor falls from a tall building - It would be 
much cheaper to do that as an animation 
because you need so much space with 
live-action. Or maybe you're dealing with a 
shot where the set'simply doesn't exist! 
Stop-motion's wonderful because you 
have complete control over what you're 
doing. If you're doing a scene where 
something is transforming into something 
else, you can replace that object halfway 
through what looks like one shot with 
another object which then goes off to do 
something else. That's basically how the 
Configuration Box from Hellbound 
worked." 

Since the start of his career, and the 
formation of Image Animation, Bob admits 
he's seen a lot of change both in the style of 
his own work and special effects as a 
whole. "There are new things commgalong 
all the time, and technology, science and 
materials are always increasing, You 
couldn't have done something like 
Nightbreed 10 years ago, because the 
techniques were different. And there are 
some fascinating new materials appearing 
now. We draw on everything for our 
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chopped 

one 
person's 
head off, 

you've 
chopped 
them all 
off." 

Bob Keen, 
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BEFORE any creature or mask is created, a small-scale model 
called a 'Maquette' is sculpted to get an idea for how It will 
look IHe-sl2e. It's also helpful when deciding whether a 
creature should be a full-size suit for an actor to wear, or a 
stop-frame model. Many of the creatures In Nightbreed existed 
only as small models, simply because the design would not 
allow them to be played by an actor. As this as-yet -unnamed 
creature comes together for use in a future project, you can 
see how Image Animation's extensive library of medical 
textbooks often come In handy for getting proportions correct. 



DOING IT YOURSELF 

EVER WANTED to have a crack at creating your own 
Special Make-Up Effects? With all the materials you 
need either lying around the house or only a quick 
shopping trip away, it's a lot easier than you may 
have thought and the results can be surprisingly 
realistic - provided you knowwhattouseandhowto 
use it Here's SFX supremo Cob Keen to explain 
how... 

DISEASES 

'LETS start off in the Chemist's. There you can get stuff called 
Gelatine Powder, which is basically ielly in a granular form - it's 
jsed for making cakes. If you make that up. ana 1 mix it with pieces 
of tissue, cotton wool. Corn Flakes or Rice Knspies. you can 
; apply it and make up really horrible diseases and so oa" 

BRUISES 

"WHILE you're at the Chemist's, pick up one of those small 
•ye-shadow boxes. Try to avoid one with lots of glitter m it, and go 
rstead for one with lots of, reds, blues and greens. These 
colours can be painted onto the skin to create fake bruises. If you 
ook at a real bruise, you'll see that the colour graduates from 
yellow-green, to blue, to red and then out to the normal colour 
* the flesh, Follow that colour scheme and you can create a 
•ealistic bruise." 

UNHEALTHY TEETH AND GUMS 

"HERE'S one I've never actually used mysetf. but I saw someone 
ese do it and it works really well. Get some pink chewing gum 
*nd chew it up so it'snice and pliable Then, after you've washed 
our hands and rinsed out the gum. take it and mould it around 
flur teeth - rt looks like gums. Now take some peanuts and 
x-sh them crookedly into the gum to create 'eally horrible teeth, 
"■at one works really well for zombies." 



BLOODY LOVELY 

WHAT about the old favourite - blood' "You should try to avoid 
using the theatrical blood you can buy." Bob advises. "You can 
make your own blood. It's more realistic and less expensive. 
Pour out some Fairy Liquid and mix it with very small amounts of 
cochineal food colouring so it's dark red. Then spoon m some 
Lyon's Golden Syrup and cut it down with water to keep it from 
getting too thick. The result has just the nght consistency, 
texture and colour - which is the hardest thing to get right. The 
only problem is that the Fairy Liquid stops the mixture from 
being edible, and cochineal foodcolouringstainsclothes.soyou 
have to be careful. If you can get it, use Strawberry ice-cream 
colouring powder, as it gives the same result but washes out 
easily." 

WOUNDS 

FOR MORE complex stuff like wounds you may have to scout 
around a bit for a specialist make-up supplies shop, as that's the 
only place likely to stock ultra-useful Nostruma Plaster. "It's a 
sort of wax that you can mould," Bob explains. "You can use rt to 
make scars, gouges and bullet-holes, where the skin is raised. 
You can lace the wound with your blood-mix to make it all the 
more realistic." 

AND FHA1LY... 

ITS ALSO a good idea to take in as many effects movies as you 
can to see what kinds of effects are possible, and a visit to the 
Museum.Of the Moving Image (MOMI) on London's South Bank 
is also worthwhile. And. of course, there are a number of helpful 
books. Bob recommends Professional Make-Up Artist by 
Vincent Kehoe and Bizarro by American SFX wizard Tom Savini. 
And, as fate would have it, next year IA is releasing its own 
'tricks -of -the -trade' book, entitled Image Animation's Special 
Make-Up Effects. 

For more senous potential SFXers, who may be looking to 
build a career out of their new-found Interest, Bob has this 
advice: 'Read as much as possible, practice, and, if you can, take 
a course. Unfortunately there isn't much formal training outside 
the film industry, but there are acouple of useful courses you can 
do. The most important thing is to try to get a good portfolio 
together, as that's what gets you work. Good luck.." 



materials from the medical iimb- 
reptacement and organ materials that 
hospitals use right up to what NASA is 
currently doing with silicon chips and 
robotics." 

With computers playing a more and 
more instrumental role in the SFX field, 
Bob is keen to steer his company in that 
direction. 'We're using computers a lot at 
the moment now, and we're going to be 
using them more next year when we'll be 
doing some Theme Park-type work. 
Computers are very useful for the 
manipulation of creatures, and I think 
they're going to get more useful for the 
design of creatures when the digitising 
element takes off. I think that when the 
Toaster, a combined video digitiser and 
processor, comes out for the Amiga, that 
will be a very useful tool, because you'll be 
able to distort real pictures. I'd like to get 
into using them for storyboarding — 
there's a great storyboarding package for 
the Macintosh which I'd like to get." 

At the moment, Image Animation makes 
extensive use of the Atari ST as a reference 
tool for stop-motion work. "What we do is 
to frame-grab the frames using an ST and a 
video camera as the stop-motion is being 
done, and then play the frames back at the 
end of the day to see how the movements 
look. That makes life a lot easier, and it's 
anotner example of technology catching 
up with the film industry. But having said 
that, getting someone on a stop-motion 
set-up to get together an ST and grab the 
frames as you go along is often more aggro 
than it's worth.* 

But what about using computers to 
create models of creatures on computer 
rather than constructing them in clay? 'I 
think that's science fiction rather than 
science fact," says Bob. "Often I deal with 
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the human element, and that's something 
that a computer can never get grips with - 
it's much easier for me to throw a piece of 
rubber over an actor's face to work out his 
proportions than have a computer plot a 
three-dimensional graph of it for me. I love 
computer graphics. I think computer 
graphics are a fascinating thing. But when 
it comes to the human element, it just 
doesn't work." 

And what about the Amiga 500 in Bob's 
office? "I use it for business and tor playing 
games. I like games, they're like interactive 
movies. I'm waiting for the day where I can 
play Luke Skywalker, get into the cockpit 
and everything looks fust like the film. 
That's what excites me - the idea of an 
interactive movie where the destiny is my 
own. I think there are going to be some 
great links between the film industry and 
the computer over the next ten years 
which are going to make some fascinating 
products. I think ihey will re-invent the 
computer and the computer game. People 
need things to relate to, and until they have 
1 00 per cent realistic environments where 
what you're playing is real, those people 
are always going to be critical. Ten years 
ago we had Pong, and today we still have it. 

albeit in 3D and 



with extra features 
and a new name. 
It's still a variation 
on an old theme. 
The point when 
video games 
become real 
interactive movies 
is when we will 
reinvent the 
wheel.' 

Does Bob see 
any creative 
similarities be- 
tween the job that 
he does and a the 
job of a computer 
game designer 7 
"Yes, there are. It's 
M I I'll I ■ very interesting 
after working with Ocean on the 
Nightbreed game and now Mirrorsoft. to 
see that a game is put together in such a 
way that, with storyboarding. design and 
content, it's very similar to the way a movie 
is made. The techniques are very similar. 
With the Nightbreed game Ocean were 
fantastic - they sent their people down, 
we had lunch and discussed things and 
they were realty enthusiastic. It's iust a 
shame that enthusiasm didn't go all the 
way up. I think Cllve Barker was very 
interested in the game, but the people at 
Morgan Creek Productions just thought. 
'What the hell is this?'. The two industries 
have not grown up together - in fact 
they've grown apart, and I hope to bndge 
gaps. I think that, especially with the 
advent of CD technology, there are 
definitely areas where the two could fuse 
very easily into one. and that could be very 
exciting. In the same way that special 
effectsarenowexcitinginfilms. they could 
be exciting in video games, t find the idea of 





"My job is 
to make 

other 
peoples 
imagination 
come to 
life." 

Bob Keen. 
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FROM LITTLE acorns... This Impressive steamship was the llrsl 
major model Bob ever worked on, at the ripe old age ot t8, and 
was used In The People That Time Forgot. Having recently 
unearthed it. Bob's currently trying lo find a place to keep It. as 
he doesn't have the heart lo break It up. What a sentimental 
chap. 

making an interactive movie a very 
challengingand excitingarea that I'd like to 
get into." 

Looking to the future, Bob reckons we 
can expect to see this side of the Atlantic 
playing a more dominant role in the movie 
world in the years to come. 

"I think we need to establish in this 
country that we are an industry to itself and 
not |ust an American offshoot. Something 
like Memphis Belle goes a long way 
towards doing that - proving that over 
here we can make and finance our own 
movies, and release them around the 
world. That's what Hardware's all about." 

And the future of special effects? 'I think 
we'll see a bonding between computers 
and people. Today, computers are very 
much a stand-off to people in the street 
When computers come to a point where 
you can create on them as easily as you 
can play on them, we'll see a vast new 
industry. Technology-wise, computers will 
become a lot more helpful on the design 
side, because the flexibility of what you can 
do with drawings and so on will be greater. 
But that won't happen until those 
computers can handle creative people 
who don't want to |ust sit and punch 
numbers in." 

One thing that Bob would like to have a 
crackatinthe future is directing. "Directing 
is what everyone wants to do, from the 
clapperboy all the way through to the 
producers. The reason for that is that it's 
vision. It's getting your vision on the 
screen. Unlike television, the film director 
is in control, so you can focus on getting 
your thoughts and your images out there." 

And even with U years of SFX 
experience under his belt, there are still 
effects that he would like to tackle. "There 
was a script that came into us a while ago 
that I thought was absolutely mind- 
blowing. It had an effect in it where a guy 
takes a hallucinatory substance which, 
instead ot bending his mind, it bends his 
body! His mind stays perfectly sober, but 
his body goes completely mad. Now that 
would be fun..." 



SPECIAL EFFECTS: A 
GAROTTED HISTORY 

IT ALL started way back in the early days of classic cinema 
horror. One of the first movies to elaborately make up an actor as 
a monster was the original Frankenstein, starring Boris Karloff. 
Because there was no such thing as foam rubber at the time, 
make-ups In those days consisted entirely of nothing more 
elaborate than cotton wool and coat after coat of paint. As a 
result the Frankenstein make-up took a staggenng six hours to 
apply every day. and was excruciatingly painful to wear. 

"Make-up effects started out more as a form of torture than 
anything else," Bob explains. Today, the only one of the original 
techniques that is still in use is the use of colour to show ageing. 
Everything else has moved on. 

In 1933, the release of King Kong showed the world that 
stop-frame animation of models could produce results as 
realistic as the real thing - although the technique had been 
used before in a short feature called Lost World. 

The first ever use of latex, or foam rubber make-up, came with 
The Wizard Of Oz in 1939. Since then there have been several 
'breakthrough' films, the most notable of which being Stanley 
Kubrick's 2001 (1968), for Stuart Freeborn's innovative 
mechanical apes, TheHowling and An American Werewolf In 
London, which won make-up genius Rick Baker an Academy 
Award. 

Even today, things are on the move. The latest innovation to 
come from Amenca is called Motion Control, a derivative of 
stop-frame which has a computer move the subject 
automatically dur- aaBBBHBBjasB 
mg filming rather 
than shooting one 
frame atatime.The 
result is a 'blur' that 
looks at worst very 
wacky, and at best 
startlmgly realistic. 




TRICKS OF THE TRADE 

JUST HOW does Image Animation go 
about transforming an actor into a 
monster for the screen? From conception 
to completion, the process is even more 
complicated than you may expect After 
some preliminary sketches, a small-scale 
model ot the head or creature is sculpted, 
to give an idea of how the finished product 
will look. If it s accepted (a lot of make-up 
ideas get trashed in the very early stages), 
a cast of the actor s head is made for 
purposes of ascertaining scale and 
proportion. While heads don't differ much 
m size from person to person, a 
poorly-fitting make-up can be uncomfor- 
table - especially when it hastostayonfor 
hours on end. 

A mould is then cast in the shape of the 
make-up, and latex la very adaptable but 
extremely expensive form of spongy foam 
rubber) is poured In and left to set When 
it's removed from the mould, the 
appliance' is painted to make it look more 
like flesh and less like foam rubber before 
being used. 

The process of applying a make up is, if 
anything, even tougher and more labour- 
intensive than making it m the first place. 
Due to the amount ot time a make up 
takes. Image Animation's team of make-up 



artists are up and about as early a (our in 
the morning, in order to have the 
characters ready tor when the cameras 
start rolling at eight. Sticking the latex in 
place with glue is simple enough, but the 
melding' of real skin and latex so there are 
no visible joins is a much toughei process, 
requiring the actor's skin to be carefully 
painted the same colour as the mask. 
While latex is very flexible material, it's vital 
that it's applied property around areas that 
are likely to be on the move (such as the 
eyes and mouth), else the made-up actor 
will be unable to perform or even breathe' 
With the latex applied and painted, the 
whole thing is blow-dried (running paint 
can be embarrassing), and finishing 
touches made. Bob and the team remain 
on set throughout the day's filming in order 
to touch up any make-ups that need 
repairing, and at the end of the day the 
latex is taken off and thrown away - 
several identical masks are made from the 
same mould, and each one Is only ever 
used once. It's an expensive way of doing 
things, as the most basic mask costs 
around £75 to make, but the only sure way 
of getting results every time. Can you 
imagine the lead character's over-used 
face falling off in the middle of a take? 
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CREATE A COURSE ANO PLAY- THE SAME DAY 





i S IMSK 



"Like ma, / thin 
this simulation 
complete golf e. 
sculpting lands 
magnificent tint. 
- this is truly goW\ 
the ground up. " 




With a design based on the system Nicklaus uses to create 
courses, players can now have unlimited golfing fun by not 
only playing some of the greatest existing golf courses 
in the world but also by teeing off on self created 
architectural masterpieces. 

SPECIAL FEATURES 

• Create unlimited courses, save 
them or pass them onto friends. 
ft Instant and "Reverse Angle' shot 
replay. • Flying divots and 
spraying sand. • Build hills, 
add valleys, move mountains. 
• Impressive fast drawing 
speed. • Supports all Jack 
Nicklaus' Course Disks. 

ACCESSORY DISKS 

• Jack Nicklaus Championship Courses 
IBM PC - £1 1 .95, Amiga - £1 1 .99, 
C64 Disk - £8.95 
• Jack Nicklaus International Courses 

IBM PC - £1 1 .99, Amiga - £1 1 .99, 

C64 Disk - £8.99 
► Jack Nicklaus 1990 Championship Courses 
IBM PC - £11. 99 Other formats to follow. 

v trmi \ nr: 




Accolade Europe Ltd., The Lombard Business Centre, 
50 Lombard Rood, London SW1 1 3SU. Tel: 071-738-1 391 





COME ALL YE FAITHFUL... 

NEXT MONTH! 

CHELT! Christmas is a-coming, The One is getting fat, 
please put £2.50 in the newsagent's hat... It's that time of the 
year again already. And we are celebrating with the biggest, 
fattest, beefiest and best issue of The One 
ever.. .ESPECIALLY FOR YOU! We have a special Christm, 
presence for you in the form of yet another cover disk 

featuring a perky playable preview of what promises to be one of 1991 's biggest 
games... COME IN TO OUR PARLOUR! As Empire's Spiderman game gestates, 

we spin some yarns about ol' webhead himself, and have an 
exclusive chat with his creator - the legendary Stan Lee... 
IT'S SNOW JOKE! In an exclusive The One On One 
interview, we travel to the North Pole to meet the world's favourite dad - Father 
Christmas. We talk to Santa about his 
life, loves and 16-bit games and find out 
what we are all getting for Christmas... 
PHWOAR! We get down to it with the 
world's naughtiest robot, RanXerox, and 
cock a snook at UbiSoft's officially 
licensed game... SEQUEL CITY! Two of 
the most-eagerly awaited sequels ever 
are on their way - and we have the 
scoop on both... PLUS! News and 
reviews of all the big Christmas 
players... A look at what 1991 has to 
offer... Christmas competitions aplenty... 
And a bulging Tips section to guide you 
into the new year and beyond! 

ALL THIS AND MORE CAN BE FOUND IN THE ONE CHRISTMAS SPECIAL, 
ON SALE FROM ALL GOOD NEWSAGENTS AROUND THE WORLD FROM 

NOVEMBER 28TH 1990! IT'S A CRACKER! YOU'D RE 

OUT OF YOUR (CHRISTMAS) TREE TO MISS IT! 





DARE YCII TAKE YO 

VIRUS ... ATTACK ... HUMAN ... ALIEN ... INVASION . POISON ... MUTAN 
CLONE ... REPRODUCE ... SURVIVAL? ... ANTIBODIES ... DEFENCE ... 
ELIMINATE ... REPEL ... CURE ... YOU NEED... 
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• l0% rov-troced 

• Ad lib and Roland sonic support (PC) 

• 256 colours (PC VGA version) • Specially enhanced Atari STE mode 
• Limited edition special canister packaging 
• Random copies feature extra prize winning opportunity! 
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U.S GOLD I'D u niii 2/3. Hollord Woy. Holtord, \ 
Birmingham B4 7AX. Englond. Tel: Oil 67S 3366. 

CopjngM : t - 1990. The Atwtnbly Line and U.S Gold. All 
l^nghfi reief ved. Manufwturedand pubfahedby U.S Goto Ud^ 
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